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2 FOREVVORD 


СПЕШИ 


Oh, you make games for a living? Beats working, right? 
(Quotation from a former friend) 


There will be 
(Harv-5, agricultural robote 


Well, Harv-5 was wrong. There wasnt death: iic dil gave birth—in 
some kind of eerie, collective fashion-to ave think is wonderful. Is 
the game what we thought it would be? 1 think & all of us; we 
couldn't have imagined the result. And it's finally done. 

There's a palpable sense of relief—of stellar popat ЗР И from 
the team. Developers are leaving left and night for China, Singapore, and 
Canada. Artists, too, are arranging flights to strange and exotic places (Paris, 
Idaho, Mexico). All have the same objedine to heal themselves! Get 
refreshed. Find their wanton spirits. Recreate. Get regular again. And most 
importantly, to dream... dream... DREAM! 

A game as big as Shadow Madness can't happen without a bunch of very, 
very talented dreamers divesting themselves of every spare ounce of their 
collective creativity. The tasks seemed never fo end and “issues” kept on 
coming. But in time, the list of issues dwindled to zero. and the final push 
was over. One of the toughest things you can ever do is work closely with 
the same people for a long, long tong бте АЙ of us—the Shadow Madness 
team members—have hung on through # all are reasonably sane, and still 
talk to each other—at least most of the Sme 

Now at the tail end of the eyde €: fo remember ай those little things 
you forget to do when you re into your work: to throw 













































out that one-year-old quart of лай Inde. io reflect on the realities of 
software development {ГЇ kill the a= person who says, "Oh, you make 
games? What a blast! | wish 1 Бай 2 y job like that”), to marvel at how 
remiss we've all been with our ames #5 time to tap back into 
the great keg of life. © © — ^ — ` 

In closing, I'd like to eah person Ested in the credits, 
especially (of course) the ‘Sacer Modness happen. 





Actually, this thank you 
families who stood by the crew 
occasionally mundane moments of die 


for each of our respective 


Kampai! i à 
a ~ 3% Ted Woolsey 


= Seattle, Washington 
March 11, 1999 


Жз the "significant others" and 
ugly, and 

cyde! Yes, this game is 
Squads' 
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WELCOME IO ІНЕ WORLD OF SHADOW MADNESS 


THE WORLD or SHADOW Mapstss-a sprawling, epic tale of the triumph of good in the 
face of adversity. Set in the mysterious world of Arkose, this game mixes technology and 
magic, humor, and horror, to provide you with one of the most satisfying gaming 
experiences you will ever undertake. This official strategy guide contains all the 
information you may need to help you defeat the forces of evil in Arkose. 


| CHAPTER 1 
An in-depth look at the six main characters who 
Will form your band of heroes. It details their skills 
and special abilities and gives you the run-down 
on any spells they may be able to cast. 


ә 
5 
CaS TOTES conecmvus 


CHAPIER2 ME 

Introduces you to the enemy-the legions of MI 
monsters, bandits, and spiritual beings who 
occupy the world of Shadow Madness. Information 
on how to beat every last one is found here. 


The big one. A step-by-step walkthrough for 
every location,and sequence in the game. Here 
are solutions to every puzzle and 

maps for each maze in the game. 


At the back are a couple of useful appendices. The first details the 
“GADGETEER SiMULATORS"—strange video games that are to be found in Arkose. It tells you 
where they are, how to beat them, and what you get for your efforts. The second appendix 

has a whole host of useful lists detailing every major magic item in the game. 








— PRIMA'S OFFICIAL STRATEGY GUIDE _ 


March forward bravely 
young hero. With this guide 
by your side you can easily 
master Shadow Madness! 
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RACE: HUMAN HEIGHT: 5’ 9” 
GENDER: MALE WEIGHT: 165 LBS 
Act: 18 INTELLIGENCE: AVERAGE 








—— PERSONALITY. ones | 7 | 




























\. МИНЕ TWITCH ATTACK 
This excellent battle tactic is one of the 
features that sets Shadow Madness apart 
from other PlayStation RPGs. The twitch 
attack doubles the amount of damage you 
inflict on an opponent with any attack! 
Only Stinger and Harv-5 can use it. 
Press the X button to attack as 
normal, wait until your 
opponent has raised the 
weapon above his head 
and then tap the x 
button once again. 
When the attack 
connects, it should cause 
double the damage. 
Youll know if it works 
because two damage 
indicators appear above 
the monster. 

Timing this tactic can 
be tricky at first, but it’s 
well worth making the 

effort to perfect, because you'll have the 

advantage of double-strength attacks for 
the rest of your quest. 
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RACE: HARVESTER ROBOT, MARK V HEIGHT: 56^ 

(THE LAST MODEL IN A SERIES) WEIGHT: 275 LBs 
GENDER: MALE INTELLIGENCE: AVERAGE 
— АСЕ: (ACTUAL) 40+ (MENTAL) YOUNG ADULT 





PHYSICAL DESCRIPTION. 





C-AXIVH*?HO NLLES 


LORIGIN/BACKGROUND. 


RACE: HUMAN HEIGHT: 5'6” 
GENDER: FEMALE WEIGHT: 115 LBS 
Act: 17 INTELLIGENCE: ABOVE AVERAGE 








Beetle 
Drakeball 
Hawk 
Soothing 
Beeswarm 
Flamebless 
Gust 
Python 
Soothe All 
Antidote 
Snakebite 
Spiritbless 
Armadillo 
Kraken 
Mending 
Blindness 
Rageshriek 
Windstrike 
Drakestrike 
Mend All 
Owltalon 
Sirencall 
Soulrise 
Wolfclaw 
Healing 
Mammoth 
Weakness 
Drakewrath 
Spellblind 
Wyrm 

Heal All 
Windwrath 
Bodysoul Rise 
Cleanse 
Apocalypse 
Drake 
Titan 


+25 Fortitude 

-50HP 

~80 HP All 

+50HP 

-50HP All 

Set Fire Enchantment 
-75HP 

-75HP 

+50HP All 

Clear Poison 

Set Poison 

Set Spirit Enchantment 
+20 Agility, +20 Fortitude 
-90 HP All 

+75 HP 

Set Blindness 

-75 HP All, Set Confused 
-100 HP 

-110 HP 

+100 HP All 

-110 HP, Set Poison 
Clear Sleep 

Clear Dead, +50 HP 
-110 HP, Set Paralysis 
+150 HP 

-115 HP All 

Set Weak 

-125 HP 

Set Spellblind 

Set Stone 

+150 HP All 

-110 HP All, Set Slow 
Clear Dead, +200 HP 
Set Normal 

-225 HP All 

-150 HP All 

+25 Prowess, +25 Strength 
-60 HP 


Instant 
Instant 
instant 
Combat 
instant 
instant 
Instant 
Instant 
30 sec. 
Combat 
15 sec. 
instant 
instant 
300 sec. 
150 sec. 
Instant 
Instant 
Instant 
30 sec. 
instant 
instant 
30 sec. 
instant 
instant 
300 sec. 
Instant 
300 sec, 
60 sec. 
Instant 
300 sec. 
Instant 
Instant 
Instant 
Instant 
15 sec. 
Instant 
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RACE: GADGETEER WEIGHT: BETWEEN 150 
GENDER: MALE AND 170 185 

Act: 26 INTELLIGENCE: VERY INTELLIGENT 
HEIGHT: 38" 





0 CHARACTERS. C 


| Some spells in the game 

| induce a ‘state’ in their target, 
instead of causing immediate 
damage. Here's the 
breakdown of all the effects. 

| Vote that most will go away 

| with time if not cured. 

§ SUNDNESs: Targets Prowess stat is 

f reduced drastically, making their 
chances of scoring a hit in battle 
pretty slim. 
CONFUSION: Victim loses control of 

р target selection, and will attack a 
random target each round— 
induding friendly characters! Tip: 

Ё if you're Confused, don't use spell 
or missile attacks to limit the 
danger to your party. 


D 


I CANNON ROUNDS 


LTL-FLR 
W1-LTR 
GT-LNG 
FRK-OWT 
GOZ-211 
BR-BQ. 
SKR-UD 
HI-VLT 
NMB-SAP 
GYZ-UR 
HEL-BGZ 
NOVA-13 
FI-MN1 
KAOS-86 
VPR-KSS 


м فاا‎ 0o “ч ي‎ щл л 


DRUNK: Same as Confusion. 
PARALYSIS: Target is immobilized 
and helpless. 

PATHETIC: Target's Prowess and 
Strength are both reduced 
drastically. Additionally, some of 
their HPs and MPs are transferred 
to the caster. 

Poison: Target loses a set amount 
of HP per round until cured—or 
they die! 

SLEEP: Target goes to sleep. Same 
effect as Paralysis, although victim 
will wake up if attacked. 

Stow: Target's Attack Meter refills 
at a reduced rate, making the time 
between attacks longer. They'll hit 
as normal, just not as often. 


-60 HP, Set Slow 

-70 HP 

-70 HP, Set Sleep 
-80 HP 

-75 HP, Set Slow 

-85 HP All 

Set Confused All 

-90 HP All 

-95 HP All, Set Blind 
-100 HP All 

-105 HP All 

-105 HP, Set Slow 
-125 HP 

-125 HP, Set Weak 
-140 HP 

-150 HP All 

-150 HP, Set Confused 
-50 HP, Set Poisoned 


SPELLBLIND: Target's Spellcasting 
stat is reduced drastically, cutting 
the effectiveness of their spells in 
battle. Not all spells are subject to 
this attack; only those that cause 
damage or are used for healing 
are really affected. 

STONE: Target is turned into a large 
lump of rock. The effect's the same 
as Paralysis. 

WASTED: Target takes a small loss 
from all their battle statistics. They 
also suffer from being Slow. 
WEAKNESS: Target's Strength stat is 
reduced drastically, severely 
cutting down the amount of 
damage they do in battle. 


the round vou re 


Instant 
300 sec. 
Instant 
60 sec. 
Instant 
300 sec. 
Instant 
150 sec. 
Instant 
300 sec. 
Instant 
Instant 
300 sec. 
Instant 
300 sec. 
Instant 
Instant 
150 sec. 
30 sec. 
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SPELLS: CLEMETT 11 
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RACE; GRAY ORG 
GENDER: FEMALE 
AGE: 25 


HEIGHT: 667 
WEIGHT: BETWEEN 250 AND 500 LBs 
INTELLIGENCE: AVERAGE 










ШИИ ORIGIN/ BACKGROUND. 















sius 







LJIRINAS SPELLS 
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SPELL m 
Set Earth Enchantment 
1 Liteheal +50 HP N/A Instant 25 
1 Nimble +25 Agility N/A 15 sec. 25 
1 Power +25 Strength N/A 15 sec. 25 
] - Slowmist Set Slow Farth 300 sec. 25 
1 Stoneball -50 HP Earth Instant 25 
2 Boltstun -50 HP, Set Slow Farth 300 sec. 35 
2 Tidalstrike -60 HP Ice Instant 35 
3 Earthstrike -75 HP Earth Instant 50 
3 Liteheal All +75 HP All N/A Instant 50 
4 Borealis -90 HP All Earth Instant 60 
4 Weakling Set Weak Earth 300 sec. 60 
5 Mistheal +125 HP N/A Instant 75 
5 Venomrain Set Poisoned Earth 30 sec. 75 uas 
5 Warskill +25 Prowess Earth 15 sec. 75 
6 Icebless Set Ice Enchantment Ice Combat 100 2 
6 Icestrike -100 HP Ice Instant 100 Z 
7 Mistheal Al +150 HP All N/A Instant 110 > 
7 Sweetmist Set Confused Earth 150 sec. 110 
8 Icesleep Set Sleep Ice 60 sec. 125 
8 Inept -25 Prowess Earth 15 sec. 125 A 
9 Allheal +225 HP All Earth Instant 135 
9 Stoutbody +25 Fortitude Earth 15 sec. 135 mu 
9 Sunstrike -125 HP Fire Instant 155 > 
10 Rockskin +25 Fortitude, +25 Strength Earth 15 sec. 145 
10 Stoneform Set Stone Earth 60 sec. 145 ad 
11 Potency +25 Strength, +25 Prowess N/A 15 sec. 150 > 
11 Sunblind Set Blind, -25 Agility Fire 300 sec. 150 
12 Maximize +100 Prowess, +100 Strength N/A 15 sec. 200 A 
12 PatheticFoe -100 HP, Set Pathetic Earth 300 sec. 200 =i 
13 Blizzard -150 HP All, Set Sleep Ice 60 sec. 250 
13 Boltscream -150 HP All, Set Slow Earth 300 sec. 250 m 
13 Nova -150 HP All, Set Blind Fire 300 sec. 250 Ad 
Worldfury -150 HP All, Set Confused Earth 150 sec. 250 un 
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КАСЕ: MAGEWARRIOR 


GENDER: MALE 


AGE: 554 YEARS 


Xero is a humanoid head attached to a platform-like 
mechanism. This mechanism works both as a life 


every language known to man, 
һап most sages, and is still a force 
'ckoned with in battle. Despite all this, unlike 
ell-educated, extremely confident, and powerful 
e's only mildly annoying. 


Xero is smooth and suave. He's also got a sharp wit, 


“refined during a time when the ability to fire a good 


E insult was considered just as important as EE 


- or sorcery. Xero's curses are of the old school variety: 


` long-winded and witty. He's normally well-mannered 


and polite. In fact, slow-witted enemies may not realize 
he's insulted them until they think about it carefully for 
a few minutes. 


5, 


OVON MOON 


HEIGHT: 18” 
Weicur: 20-30 LBS 
INTELLIGENCE: HiGH 


Xero Von Moon is one of the few remaining 
Magewarriors from the era of the Mage-Kings of 
Arkose. Once a normal man, he was mystically altered 
by the Mage-King of Uhndrash to be a master of 
warfare. Warfare in that era required physical and 
mystical power, and thanks to their masters, the 
Magewarriors had power in spades. The Mage-King 
was a master of the Psionic arts, and gave his warriors 
considerable training in thal area. Xero was one of his 
brightest pupils and bravest fighters. 

The Magewarrior creation process involved the 
replacement of the physical body, save for the head. An 
artificial body of considerable power was fashioned by 
the Mage-Kings' best artisans, then attached to the 
head by the King himself in an arcane ritual ceremony. 
This process both preserved their humanity and 
provided a weakness in case a Magewarrior needed to 
be taken down. 

After serving with distinction during the Great War, 
Xero fell from grace during the final days of the 
conflicL Returning from the battlefield, Xero brought 
forth the somber news that the Darg was mauling the 
Mage-King’s forces. In a fit of rage, the Mage-King 
ordered Xero’s head severed on the spot. His orders 
were carried out, leaving Xero in a comatose slumber. 
Xero’s body and head were placed in separate tombs 
near the Ziggurat of Uhndrash. King Uhndrash 
intended to reattach Xero's head after a suitable period 
of repentance had passed, but he never got the chance, 
for Uhndrash soon fell. He was slain in the battle, and 
Xero was stuck in a tomb, helpless and in a deep 
regenerative slumber. 

Centuries later, a group of opportunistic tomb 
raiders found Xero. They mistook his head, encased in 
a hard, shiny, healing shell, for a mystic artifact Xero’s 
head passed from scholar to sage, from priest to art 
collector, eventually winding up in the hands of a 
religious zealot who believed it to be a holy relic of 
power and established a cult to worship it. It is in this 
sorry condition that he is encountered in the game. 
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King Uhndrash 


LoHeal 
Paralysis 
Psidart 
PsiShield 
Awaken 
LoHeal All 
Sleep 

Mass Paralysis 
PsiDagger 
Purify 

Mass Sleep 
PsiArmor 
PsiScream 
Clarity 
MidHeal 
Queen Brokul 
Confusion 
Psiphon 
Strength 
MidHeal All 
PsiBless 
Psychedelia 
LoRestore 
Mass Confusion 
PsiFreeze 
HiHeal 

King Fanoma 
Vigor 

Boggle 
Prowess 
HiHeal All 
Nightmare 
Full Restore 
Mass Boggle 
King Khelest 
Sum Of All Fears 
Wraithform 


E SERO VON MOON S SPELLS | 


-80 HP All 


+50 HP 

Set Paralysis 

-50 HP 

+25 Fortitude 

Clear Sleep 

+50 HP All 

Set Sleep 

Set Paralysis All 

-75 HP 

Clear Poison 

Set Sleep All 

+25 Agility, +25 Fortitude 
-75 HP All 

Clear Confused 

+125 HP All 

-100 HP All 

Set Confused 

Target -100 HP, Xero +100 HP 
+50 Strength 

+125 HP All 

Set Psi Enchantment 
-50 Prowess, -50 Agility 
+50 HP, Clear Dead 

Set Confusion All 

Set Stone 

+150 HP 

-125 HP All 

Clear Slow 

Set Pathetic 

+50 Prowess 

+150 HP All 

-125 HP All, Set Weak 
Clear Dead, +1000 HP 
Set Pathetic All 

-170 HP All 

-150 HP All, Set Confusion 
+1000 HP 


Instant 
Instant 
30 sec. 
Instant 
15 sec. 
Instant 
Instant 
60 sec. 
30 sec. 
Instant 
Instant 
60 sec. 
15 sec. 
Instant 
Instant 
Instant 
Instant 
150 sec. 
Instant 
15 sec. 
Instant 
Combat 
15 sec. 
Instant 
150 sec. 
60 sec. 
Instant 
Instant 
Instant 
300 sec. 
15 sec. 
Instant 
300 sec. 
Instant 
300 sec. 
Instant 
150 sec. 
Instant 
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SHADOW MA DNESS .— 


nc 


Only a few hours before your adventure starts, the 
world of Агкоѕе Was a peaceful one, where people 
could travel safely from place to place, and few felt the: 


=~ need to lock their doors at night. When Port Lochane i is dE 
` destroyed by a mysterious power, however, an evil 


` Shadow falls across the land, and nightmarish 
creatures begin to follow in its wake. 

Throughout Shadow Madness, your heroes will face 
a huge variety of foes, from mindless undead corpses 
risen from their graves, to once-proud Knights driven 
mad by the evil power afflicting the land like a disease. 
Despite their many forms, all are united by their desire 
for your characters’ blood, and often you'll have no 
choice but to fight them to the death. 

Not all monsters are created equal, though—some 
` аге much more dangerous than others, and many have 
special powers or abilities. Understanding their 
different strengths and weaknesses is vital to succeed 
in your quest. This chapter is filled with details about 
every monster in the game, complete with their 
individual statistics and powers. 

To help you find the information you need as easily 


as possible, the monster descriptions are organized 
е alphabetically. The following columns show you the 
-monster's hit points, magic points, and where the 
~~ monsters found. There's also a brief description of the 


monster, and any additional powers it may have (such 
as spells) along with a tip for beating it, if necessary. 
Monsters may inhabit more than one area; each will 
have a separate entry. 
Monsters that may be randomly encountered on the 
World Map are shown by the general area they inhabit 


~~ fArkose.or Wyldern) and a number indicating how far 


“into the game you'll have to be to see them. The higher 
the number, the farther in they'll be, and, most often, 
the more powerful they'll have become. 

So, whenever you encounter a monster, first look up 
its name, then scan for your current location to get the 
correct stats for that monster. Some monsters, like 
Darg Org, have numerous entries, so be sure to find 

the entry with the correct location name—some 

—monsters with the same пате are much stronger іп 

one location than another. 

Monsters can "curse" you with attacks that have 
lasting effects, such as Blindness, Weakness, or leaving 
you Paralyzed: Your character will change color to 
show that he/she has been cursed, The table on page 

25 shows which color gives "Фи; curse. 


CT 


91r 





Many monsters have magical powers, $0 the final 


` Section of this chapter gives you complete information 


{ог every monster spell in the game. 


E. MONSTER DESCRIPTIONS BE 


‘Each of the individual monster descriptions follows the 

~ Same format. First comes the name of the monster, as 

` Seen when selecting it as a target in combat, and a 
location. Next is a brief summary of the monster's 
power and any special strengths or weaknesses to bear 

“Чїй mind when fighting it. This is followed by the 
monster's hit points (HP) and magic points (MP). After 
the statistics are details on any special abilities or 
powers possessed by the monster. There are four types 
of these in Shadow Madness: Spells, Wards, 
Resistances, and Enchantments. 


This table lists the magic spells that the monster can 
cast in combat. For details of each spell, see the 
Monster Spells section on page 25. 


WARDS, 
Wards alter the amount of damage delivered by a type 
of magic. Most spells and many special attacks in 
Shadow Madness cause damage with a specific 
elemental effect. Some monsters are less vulnerable fo 
these different types of damage. Wards are listed as a 
percentage that is applied to damage of the relevant 
type. So a monster with a Fire Ward at 50 percent will 
take only half the normal damage from special attacks 
and spells with Fire effects. 

Monsters with a negative number, though, are 
MORE vulnerable to certain types of damage. A 
monster with a Fire Ward at -50 percent, for example, 
will take one-and-a-half times the normal damage 
from special attacks and spells with Fire effects! 

A final, special, type of Ward is the Omegaward. 
This powerful Ward affects the damage caused ud ALL 
types of spells and special attacks. 

Obviously, you should adjust your tactics to account 
for any Wards possessed by the monsters you're 
fighting. Avoid spells and attacks that the monster is 
resistant to, and try to take advantage of any 
vulnerabilities it may have. You can find what type of 
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damage each of your party's spells does in the 
Characters Chapter, beginning on page 6. 


LISESISTANCES | 

These work in much the same way as Wards, but 
instead of modifying damage, they alter the 
chances of a monSter being affected by a state- 
inducing spell or special attack, such as Sleep. 

As with Wards, Resistances are listed as a 
percentage, so a monster with a Sleep Resistance 
of 50 percent is only half as likely to be sent into a 
pleasant slumber by a Sleep spell. Also like Wards, 
a negative value actually increases the chance of a 
monster being affected by a specific type of state- 
inducing spell-a monster with a Sleep Resistance 
of -50 percent is one-and-a-half times more likely 
to drowse off when hit with a Sleep spell! 

Again, you should pay attention to any 
Resistances possessed by the monsters you are 
fighting. Avoid wasting valuable magic points on 
spells that have less chance of succeeding, and 
concentrate on magic that the monster is more 
vulnerable to. 


AgxOSE THUG BROKUL Pass 492 500 
* guys are tougher than they look, but if you can cope with the 
ether denizens of the Pass, they shouldn't cause you any trouble. 
Asxosr THUG DOBIETOWN 502 510 
Gentical to the Bandit in all but appearance. The same advice 
spphes—no need to be clever, just careful. En 
Asxosr THUG ARKOSE 2 100 
1 lowly brigand that shouldn't trouble you at all. 
Asxosr THUG ARKOSE 5 
А tougher version. hes 
Banoit ARKOSE 7 325 540 
Basic dealer in robbery with-violence. Play it safe and you'll be fine. 
Baxor DOBIETOWN 502 510 
mother straightforward fight, but tougher than many that you'll have 
encountered so far. Use the trusty Twitch Attack, and keep some 
healing spells or items ready, just in case. E 
BANDIT ARKOSE 11 418 450 
Seer and tougher than ever before, but no spells to worry about 
BANSHEE KrrRG's CAMP 585 590 
Se careful of the Banshee's spells, and avoid using magic attacks if 
yee can, thanks to its Omegaward. Spells: TwinBlastl o, LeechSoul. 
Wards: Omegaward 50%. Enchantments: Spiritstrike _ 
БайїҮВЕА$Т BARLEYGROVE 110 190 
Tees bizarre monster's Bioblast spell only does 30 points of damage, 
have twice as many hit points as most creatures you'll have 
ed so far. Spells: Bioblast Wards: Fire -50%, Ice -50%, Earth 
Resistances: Earthstrike ES 
BARIFYBEAST ARKOSE 10 325 340 
Stronger version. Don't waste Earth spells on it—roast or freeze it 
a Spells: Bioblast Wards: Fire -50%, Ice 50%, Earth 100% 
Emchantments: Earthstrike 


| ENCHANTMENTS | 
The final type of special ability, Enchantments, 


determines the type of damage the monster causes. 


Enchanted attacks don't deliver any extra damage, 
but 1f your heroes are wearing armor that has 
been enchanted with the correct type of Ward, they 
will take less damage from the monster's attacks. 

If that sounds a little confusing, look at this 
example. Our hero Stinger is attacked by a Gogarin 
Knight. The Knight has the Firestrike Enchantment, 
se any hit he scores on Stinger will deliver Fire 
damage. However, Stinger has had the foresight to 
be wearing Armor which has had a Fire Ward 
placed upon it. The Ward is rated at 45 percent; so 
all Fire Damage inflicted on Stinger is reduced by 
45 percent. Looks like the Knight's in trouble. 

As this example makes clear, equipping the 
right kind of enchanted Armor can make it much 
easier to defeat certain monsters. 

By referring to the descriptions for each area, 
you'll be able to see what kind of monsters will be 
found there, and then decide what kind of armor 


BARONBUG GusRATH Boc 492 500 
Watch out for the Blindblast spell—it's hard to hit things when you 
can't see what you're doing. Spells: Fleshshock, Blindblast, Painloss 


BaARONBUG METABOLAS ISLAND, 512 520 
CASTLE METABOLINE 

Stronger, but still no wards or resistances to worry about, but try to 

kill it before it can get too many spells off to keep things simple. 

Spells: Fleshshock, Blindblast, Painloss 

BATTLE SAILOR TREESIDE, SHIP 502 510 

Captain Varley's scurvy crew, and identical to the Sailors in Treeside. 

Solid, midlevel monsters with no clever tricks up their sleeves (or 

anywhere else). 

BEGGAR BARLEYGROVE 100 180 

These poor wretches have been driven mad by the evil power at work 

in the land. Mercifully putting them out of their misery is a simple 

task, though. 

BLOODMITE ARKOSE 14 428 440 

Look nasty, but pose hardly any threat by now. 


BLOODMITE WYLDERN 1 40 420 
A slightly weaker version. 


Broocut ARKOSE 6 325 35340 
This nasty bit of work can be an unpleasant surprise if you're not 
prepared. Don't use attack magic against it; instead, concentrate on 
healing and defensive spells. Spells: LoBlast Sleep Ray, Fleshmend 
Wards: Omegaward 50% Enchantments: Chaostrike 


BONEHEAD SourH Camrorr ISLAND 668 670 

Lacking spells or special abilities, but has the same stats as our old 

friend Red Tom. Nobody said saving the world was going to be easy 
did they? 


BULRAZOR Port LocHane, ARKOSt 1 45 —— 110 
These massive, boarlike creatures look tough but are actually fairly 
weak. Use them to practice your Twitch Attacks. 
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BULRAZOR ENCLAAN 55 120 
The Bulrazors in Enclaan are slightly tougher than the ones you've 
encountered before—but only slightly. = 


ButRAZOR2 ARKOSE 4 242 260 
Raised on a diet of raw meat and steroids, these Bulrazors can soak 
up à fair amount of punishment, so be careful. » 
BuzzBEE ARKOSE 7 355 550 
More sword fodder for your characters. Enchantments: Firestrike 


BuzzBEE ARKOSE 14 408 420 
Swat them with | whatever comes to hand. Enchantments: pem 


BUZZBEE ARKOSE 15, 16 492 
The biggest Buzzbees so far. Enchantments: Firestrike 


CHAOSLING ALPHA XERO VILLAGE, GUBRATH 355 
Woops, Arkose 6, 10 

Î You'll be killing a lot of Chaoslings on your quest, so get used to 

thenr... Wards: Spirit -50%, Psi 50% Enchantments: Chaostrike 


CHAOSUNG ALPHA — ARKOSF 12 418 45 
{ A bit stronger than the others. Wards: Spirit -50%, Psi 50% 
Enchantments: Chaostrike 


CHAOSLING BETA XERO VILLAGE, 31 350 
GuBRATH Woops 
Wards: Spirit -50%, Psi 50% Enchantments: Chaostrike 


Сндоѕимс BETA — Ankost 11, 12 408 420 
And more Chaoslings—they really are quite prolific. Wards: Spirit - 


50%, Psi 50% Enchantments: Chaostrike 


CHAOSLING OMEGA XERO VILLAGE, 
GuBRATH Woops 
Wards: Spirit -50%, Psi 50% Enchantments; Chaostrike 


CHAOSLING OMEGA ARKOSE 12 428 
Wards: Spirit -50%, Psi 50% Enchantments: Chaostrike — — 


CHIGGER НЕХІТЕ MINE 48 1 
The only real danger from the Chigger is its Poison spell. 
Spells: Poison 


CULTIST XERO VILLAGE 345 360 
Poorly armed and equipped, these religious zealots pose little threat. 
Enchantments: Chaostrike 


DAMON HOKUM Tyr Oc NOR 998 990 
Spells: Sky's Fury Hi, TriBlast Hi, Regeneration, Dargmight (Call) 
Wards: Omegaward 50% Resistances: Weakness, Wasted, Pathetic, 
Blindness, Paralysis, Sleep and Spellbind 50% Enchantments: 
Spiritstrike 

DaRG BANORI KtrRG'S CAMP 
Identical to the Darg Orgs found at the Camp. — — 


Darc Banori BiG MESA 668 670 
In game terms, identical to the Darg Orgs running around the Mesa 
Yes, another monster with nearly 700 HP to slash and burn away.. _ 
Darc BANORI NAGRUK'S CAMP - 658 660 . 


A staple of the General's army. 
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FOUND AT 
DaRG BANORI Си. Oc Sut 
The weakest monster in Cyl Og Sul—which is to say it's still pretty nasty. 


Darc BANORI Түк Oc Nor 

Nothing special to watch out for here. 

DARG BANORI WYLDERN 5, 6 502 510 

Get used to these guys; there are a lot of them running around... — 

DARGLING ARCHER COUNCIL BUILDING, 678 680 
NAGRUK'S CAMP 

A super-Darg Org with a bow. Oh what fun. Take advantage of its lack 

of Wards to let your spellcasters show off 

DARGLING ARCHER WVYLDERN 1, 2, 5 418 

Weaker, wandering archer. 


DARC WYLDERN 8 


NAME 


678 680 
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DARGLING ARCHER 658 660 
As above. You've met these guys before—they justsveren't quite so tough. 


DaRG ORG PAYS'HOM, НЕХІТЕ MINE 418 450 
You'll be meeting a lot of these subterranean monsters from now on, 
so get used to them. 


Darc Orc TANGLEWOOD, МСН! 
VILLAGE, ARMY GARRISON 
Yes, the trusty Org makes yet another appearance, although this time 


in a slightly tougher guise 
DaRG Окс KEERG'S САМР 585 
The strongest Org so far, but thankfully still a straightforward 
opponent with no spells or special abilities 
DARG ORG Bic MESA 668 670 
What's this? Darg Orgs running around with the same stats as Red 
Tom? Oh, for those days of Bulrazors and Skeletons 
DARG ORG COUNCIL BUILDING 

NAGRUK'S Camp, Cyt Oc Sut 

Tyr Oc Nor 
The attack of the super-Darg Orgs continues. These fine specimens 
are even bigger and badder than those on the Mesa... 
DARG ORG WIYLDERN 1, 2, 5 
Wandering Org, little more than nuişance value 
DARG SCIENTIST HEXITE MINE 502 510 
Not too tough, but can be annoying if it starts throwing spells 
around. Kill it quickly to avoid the hassle. Spells: Fleshburst, 
TwinBlastLo, Sleepgas Enchantments: Chaostrike 
DaRG SCIENTIST Tyr Oc Nor 742 740 
Spells: Fleshburst, TwinBlast Lo, Sleepgas Enchantments: Chaostrike 
DEATHBOT Си OG Sut, Tyr OG Nor 752 750 
A very dangerous opponent, but luckily all your favorite spells will 
work against it. Spells: Electrocution, Weakmist, Regeneration 
DEATHBOT WYLDERN 8 668 670 
Weaker than the others. Spells: Electrocution, Weakmist Regeneration 
DETHKNOLLER KARILLON 668 670 
Luckily you won't encounter this vicious monster on your first visit to 
Karillon, but even by the time you return, it can pose a serious threat. 
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HP. MP 
thas a lot of HPs, takes reduced damage from many types of magic, 
and its TriBlastLo spell will do 90 points of damage to each of your 
characters, As if that isn't bad enough, the Fleshmend spell lets it heal 
žselí Spells: TriBlastLo, Fleshmend Wards: Earth 50%, Fire 75%, Ice 
T5% Spirit 50% Resistances: Sleep 75% Enchantments: Chaostrike 
Devor Keerc’s САМР 752— 750 
Not quite as nightmarish as the Fyegore, but still a very tough fight. 
You can at least use some attacking spells, as long as you avoid Psi 
Sects and only resort to Fire and Ice magic if there's no other option. 
Адаш. healing and protection are better uses for your precious MPs. 


FOUND AT 


Spelis: Void's Touch, Paralysis, War Blessing Wards: Fire 50%, Ice 50%, 


Fs 190% Enchantments: Chaostrike 


Deors НЕХІТЕ MINE 492 500 
Ssd using Earth magic, and the Dropjaw should give you little 
ee. Wards: Earth 100% Enchantments: Earthstrike 

DuckysiT ARKOSE 5, 7 262 280 
‘eer basic wandering monster—stupid, ugly, and easy meat for your 
heroes swords. 








Dunas KARILLON 110 190 
Tess monster poses little threat —— Ы m 
Dysxorp ARKOSE 8 325 540 


The LoBlast spell is annoying, but shouldn't be too dangerous. Spells: 


Lo&last 


E3&THSTALKER UHNDRASHI PLATEAUS 585 -590 

А tough monster, but not indestructible by any means. Its spells are 
the real danger—one does 90 points of damage to all your characters, 
and the other heals it by 150 HP, so try to kill it quickly. Spells: 
World's Fist Lo, Feshmend Wards: Fire 50%, Ice 50%, Earth 100% 
Resistances: Stone 100% Enchantments: Earthstrike 


E38THSTALKER BANORI CAVERNS 668 670 
Eyen tougher version, and still no weaknesses to exploit. Don't bother 
wh Earth spells, and try to avoid Fire and Ice spells, too. Spells: 
Worlds Fist Lo, Fleshmend Wards: Fire 50%, Ice 50%, Earth 100% 
Resistances: Stone 100% Enchantments: Earthstrike 


ETERNAL GUARD — ZIGGURAT 418 430 
Hone your Twitch Attacks on this medium-strength monster. Wards: 
Spire -50%, Psi 50% Enchantments: Chaostrike 


EvEGORE KEERG'S CAMP 762 760 
ал extremely powerful opponent, the Eyegore can be very difficult to 
best. Don't even think about using spells—it's immune to pretty much 
everything—but watch out for its own magical attacks. Lots of 
protective magic and healing are needed against this creature, so be 
geepared. Spells: Sky's Fury, Slowblast, Sleep Wards: Omegaward 
19% Resistances: Sleep 100%, Poison 100%, Confusion 100%, 
Paralysis 100%, Pathetic 100%, Slow 100%, Spellbind 100%, Stone 
¥. Wasted 100%, Weakness 100% Enchantments: Chaostrike 


Powe FATALE Tyr Oc Nor 752 750 
They can be just that if they start throwing their spells around. 
Быу. their Omegaward is fairly weak, so try a few spells if you're 
2 trouble. Spells: TwinBlastLo, Fleshmend, Darg Power Wards: 
Oeeegeward 25% Enchantments: Chaostrike 
Frwwur FATALE WYLDERN 6 
Ome of the nastier forms of random monster. 
Spells: TwinBlastLo, Feshmend, Darg Power Wards: Omegaward 25% 
Enchantments: Chaostrike 
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FIREHEAD FIRESTALKER'S LAIR 502 510 
Identical stats to a Fireworm, but with more powerful spells. Ice magic 


is... well, you get the idea. Spells; Fleshroast, Smog Wards: Fire 100%, 
Ice -100% Enchantments: Firestrike 


FIRESTALKER FiRESTALKER'S LAIR 668 670 
As tough as Red Tom, and with the nasty Hell's Kiss spell (120 points 
of damage to each character) to boot. Try to use its weakness to Ice 
magic, and keep those healing spells and items handy. Spells: Hell's 
Kiss, Fleshroast, Fleshburst Wards: Fire 100%, Ice -50% 
Enchantments: Firestrike 


FIREWORM METABOLAS ISLAND, 

FiRESTALKER'S LAIR 
Try to take advantage of its weakness to Ice spells and special attacks 
if you can, Spells: Scaldblast Wards: Fire 100%, Ice -100% 
Enchantments: Firestrike 


FLAILSKIN ARKOSE 7 555 550 
The Weakness Ray сап be а pain. Make the most of the Flailskin's 
vulnerability to Spirit magic, if you can. Spells: Weakness Ray Wards: 
Spirit 50%, Psi 50% Enchantments: Chaostrike 

FLAILSKIN WYLDERN 5 502 510 
Stronger version, and still has the annoying Weakness Ray. Spells: 
Weakness Ray Wards: Spirit -50%, Psi 50% Enchantments: Chaostrike 


FLAMEGUARD ZIGGURAT 418 450 
In game terms, Flameguards are identical to Eternal Guards, and 
should give you about as much trouble. Wards: Spirit -50%, Psi 50% 
Enchantments: Chaostrike 


FLAMEWORM ZIGGURAT 408 420 
Although physically fairly tough, the Flameworm's measly Scaldblast 
spell is hardly worth worrying about. Spells: Scaldblast Wards: Fire 
100%, Ice -100% Enchantments: Firestrike 


FLEDERMAUS GAMATHEL'S TOWER 418 450 
Take this monster out the old-fashioned way: by sword and scythe. It only 
takes half damage from all spells and has over 400 HPs to carve away. 
Spells: Fleshcrush Wards: Omegaward 50% Enchantments; Earthstrike 


FROSTWORM Brokut Pass 492 500 
One of the weaker monsters in this area, they are extremely 
vulnerable to Fire attacks. Don't underestimate them, though. Spells: 
Chillblast Wards: Ice 100%, Fire -100% Enchantments: Icestrike 


GARGOYLE ARKOSE 6 345 360 
Another monster with an Omegaward, so concentrate on attacking it 
with weapons rather than spells. Spells: Fleshcrush Wards: 
Omegaward 50% Enchantments: Earthstrike 


GENERAL NAGRUK — NAGRUK'S CAMP 918 910 
The most powerful of all the Generals, Nagruk is almost as hard to 
beat as Vrita. Luckily, he's vulnerable to Fire and Ice magic, and has 
weaker spells. Still, be very careful and be sure to have plenty of 
healing items on hand. Spells: Shellshock, Weakmist, Poisongas 
Wards: Earth 100%, Fire and Ice -50% Resistances: Stone 100%, 
Poison 100% Enchantments: Psistrike 


GENERAL POGRAS ARMY GARRISON - 668 670 
He's got a trio of attack spells and an Omegaward. Be sure to keep 
your HPs topped up with spells and items and he'll be easy to beat. 


~ FOUND AT 
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Spells: Void's Touch Lo, Bioblast, Big Bang y 
Wards: Omegaward 50% Enchantments: Chaostrike # 3 
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NAME 
чы iis 
GENERAL VENAL BANORI CAVERNS 762. 760 
One of the toughest monsters so far. Don't underestimate him. Watch 
out for the 120 damage dealt to all your characters by the Shellshock 
spell, and don’t forget that his Omegaward reduces all spell damage 
sustained by him by half. Save your MPs for healing, and take the 
General down with close-combat attacks. Good luck. Spells: 
Shellshock, Poisongas Wards: Omegaward 50% Enchantments: 
Spiritstrike — _ » 

GHOULBIRD SourH CARTOFF ISLAND 658 660 
Yet another big, nasty monster—and this is a weakling compared to 
the others on the Island! Spells: Nastypoof, Painloss Wards: Spirit 
50%, Psi 50% 8 < 
GHOULBIRD Ankost 17, 18 502 510 
Monsters with healing spells can be tricky, so try to put these down 
as quickly as possible. Spells: Nastypoof, Painloss Wards: Spirit -50%, 
Psi50% — * g 

E GHOULBIRD WYLDERN 5 492 500 

Slightly weaker version. Spells: Nastypoof, Painloss Wards; Spirit 
50%, Psi 50% " 

Снош WARRIOR — BrNE-BROKUL 512 520 
The nastiest creature in Bene-Brokul. Hit ‘em hard and fast. Wards: 
Spirit -50%, Psi 50% 

GIANT RATT ARKOSE 2 110 
Tougher than they look, but far from dangerous. 


GIANT RATZ ARKOSE 3 120 
Bigger and meaner than the first ones you meet. 


GiMPY KARILLON 120 200 
Guillaume's right-hand man, but not nearly as dangerous. Deal with 
him second. 


GOGARIN ARCHER GOGARIN KEEP 262 280 
Lacks the spells of the Knight, but can attack from a distance. A Fire 
Ward on your character's armor will even the odds. Wards: Fire 50%, 
Ice -50% Enchantments: Firestrike 


GOGARIN KNIGHT GOGARIN KEEP 262 280 
A bit stronger than Guillaume, and able to heal with the Painloss 
spell. Consider having Fire Wards enchanted onto your armor before 
heading to Gogarin Keep. Spells: Scaldblast, Painloss Wards: Fire 
50%, Ice -50% Enchantments: Firestrike 


GRAND KHYTYNNI — ZIGGURAT 585 590 

If the earlier monsters have worn you down, the Grand Khytynni can 
Î be a nasty opponent. Both attack spells do 90 points of damage to all 
jÎ your characters, so watch out. Spells: Shellshock Lo, Regeneration, 
Death's Fog Lo Wards: Fire, Ice, and Earth 50% Resistances: Sleep 
100%, Paralysis 100%, Poison 100% Enchantments: Chaostrike 


GRIMSMEER GOGARIN KEEP 492 500 
This demonic monster is an underling of the evil mastermind behind 
the ills afflicting the land, and has nearly 500 hit points to boot. 
Watch out for its Sleepgas spell, and see the ‘Defeating Grimsmeer’ 
box on page 42 for hints on how best to fight it Spells: Foulcloud, 
Sleepgas Wards: Fire 50%, Ice -50% Resistances: Sleep 75% 
Enchantments: Firestrike 

GRIMSMEER Tyr Oc Nor 918. 910 


Nearly twice as tough as before. Spells: Foulcloud, Sleepgas Wards: 
Fire 50%, Ice -50% Resistances: Sleep 75% Enchantments: Firestrike 


ALIOIHNOWTER 
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GRUBBIE ARKOSE 5 262 280 
Another basic monster with nothing to distinguish it from the hordes 
of others 


GUILLAUME KARILLON 242 260 
The leader of the bunth of thugs who challenges vou to a duel in 
Karillon's slums, Guillaume is also the toughest of the bunch 
Concentrate your attacks on him first then mop up the rest 


HAMMERHEAD Arxos: 6, 9 525 540 
The. HiBlast spell сап do some serious damage, so watch out. Don't 
bother with Earth magic. Spells: HiBlast Wards: Earth 50% 
Enchantments: Earthstrike 


HAMMERJACK New GUBRATH 

Сивкатн ВОС 
Earth magic, if vou have апу to cast, is ће way to go with the 
Hammerjack. Otherwise, prepare yourself for a stand-up fight. Wards: 
Fire 100%, Ice 100%, Earth -100^« Enchantments: Firestrike 


HANSON KARILLON 110 190 
A simple thug, he should go down with only one or two hits. 


HEXITE GOLEM Counc BUILDING 752 750 
NAGRUK' S САМР 

Lacking any magical abilities, the Hexite Golem still has over 750 hit 

points for vou to deal with, and dishes out some serious damage of 

its own. By this stage, though, your characters should find this 

opponent a pleasant break. 


Ноким'ѕ MAIDEN Councit BUILDING 752 750 
NAGRUK S САМР 

Effectively a Hexite Golem with some spells and a weak Omegaward. 

Not an easy fight, and beware of letting your characters get worn 

down--there are plenty more monsters to come. Spells: TwinBlastLo, 

Fleshmend, Darg Power Wards: Omegaward 25% Enchantments: 

Chaostrike 


HYDRATORT SOUTH CARTOFF ISLAND 678 680 
Some powerful Wards and a few choice spells make the Hy dratort a 
tricky customer. Spells: Conflagration, Electrocution Frostblow 
Wards: Fire 75%, Ice 75%, Earth 75% Enchantments: Earthstrike 


Hypratort WYLDERN 6 512 520 
A weaker version of the one found on South Cartoff island. Spells: 
Conflagration, Electrocution, Frostblow Wards: Fire 75%, Ice 75%, 
Earth 75% Enchantments: Earthstrike 

ICE REAVER Brokut Pass 502 510 
About as tough as a Snowbeast but without the special abilities (or 
weaknesses). Be careful, and keep an eve on your characters’ HPs. 


Ice SKELETON Brokut Pass 512 520 
Physically the toughest monster in the Pass, the Ice Skeleton is 
invulnerable to Fire attacks. И has a weakness for Spirit magic. 
Wards: Spirit -50%, Psi 50% 

ICEWORM GOGARIN KEEP 242 260 
The only monster іп Gogarin Keep that isnt vulnerable to Ice magic 
and Fire Wards. Luckily, its Chillblast spell is rather weak, doing a 
mere 30 points of damage. Spells: Chiliblast Wards: Ice 100%, Fire - 
100% Enchantments: Icestrike 


IHNOWTER FiRESTALKER' S LAIR, 
CASTLE METABOLINE 
Weak, but watch out for the spells_ Spells: HiBlast, Boggle Ray 
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FOUND AT 
IMPALER Arkose 8, 10 335 350 


Not much to worry about, but be ready for the Fleshshock spell. 
impale them on the point of your sword... Spells: Fleshshock 


JACKHAMMER Сивкатн Woops 345 360 
The most powerful type of monster you'll come across in the Woods. 
Don't bother using Earth spells, which will cause only half damage, 
and be careful if it starts flinging HiBlast spells left and right—at 60 
points of damage a time, it can quickly add up. Spells: HiBlast Wards: 
Earth 50% Enchantments: Farthstrike 


KHYTYNNI WARRIOR. ZIGGURAT 428 440 

1 bit stronger than the other types of Guards, but not much. Wards: 

Fire 25%0, Ice 25%, Psi -50% 

KHYTYNNI WIZARD ZIGGURAT 428 440 

These wizards have two attack and one healing spell to choose from. 

They are physically tougher than the Guard monsters. Deal with them 

close and personal; its Omegaward reduces damage from all spells by 

half. Spells: Fleshburst, HiBlast, Painloss Wards: Omegaward 50% 

Enchantments: Chaostrike 

KILLER KAKTUS UHNDRASHI PLATEAUS, 
ARKOSE 11 

Takes double damage from both Fire and Ice spells, so choose your 

favorite and blast away. Wards: Fire -100%, Ice -100%, Earth 100%, Psi 

100% Enchantments: Earthstrike 


KILLER KAKTUS ARKOSE 15 418 450 
identical to those you met earlier, and just as vulnerable to Fire and 
ice spells. Wards: Fire -100%, Ice -100%, Earth 100%, Psi 100% 
Enchantments: Earthstrike 


KILLER MIME KARILLON 242 260 
These street entertainers have also been afflicted by the evil power 
falling across the land. They can be found in Karillon's park. Each is 
as strong as Guillaume. The Mimes tend to attack in groups of three 
so be careful. Spells: Smallblast 


Li STONER ARKOSE 4 110 190 
Physically weak. Although it possesses an Omegaward, it only reduces 
the damage from spells by a quarter. Spells: Stoneblast Wards: 
Omegaward 25% Enchantments: Earthstrike 
Lirrir FELLER NEW Сивкатн, 
GuBRATH Вос 
it's all relative—the Little Feller is indeed the weakest monster here, 
but with nearly 500 HPs, that doesn't mean it can't soak up the 
damage. +e] 
LOPER ANGLERVILLE, ARKOSE 8 325 340 
These lanky monsters wander the streets of Anglerville in pairs. They 
shouldn't be much of a problem. 


LoPrR1 ARKOSE 1 - 45 
А much weaker version of the monsters plaguing Anglerville. 


NAME 











418 430 


492 500 


110 


MUMMIFIED WARRIOR 
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Loper2 ARKOSE 5 110 190 
A slightly stronger breed of Loper, but still rather wimpy. 
LoPrR5 ARKOSE 4 242 260 


These guys really do get everywhere—and they keep getting stronger. 
Still not quite as tough as the ones prowling Anglerville, though. 


MACEFIST UHNDRASHI PLATEAUS, 418 450 
НЕХІТЕ Mine 

A little tougher than the Whipmaster. Hack ‘em to bits with your 

favorite weapons 

MACEFIST Сивватн Вос 502 510 

Don't Бе fooled—these monsters are tougher than the ones of the 

same name you have fought already. They still have no special 

abilities to worry about, though 

MACEFIST Bic Mesa 752 750 

Darg Orgs aren't the only monsters gaining in power. These Macefists 


are even tougher. Thankfully, they still lack spells or special abilities, 
but they can be tough. 


MACEFIST WYLDERN 1 428 440 
A stronger version. oF 

MACEFIST WYLDERN 8 658 660 
Yet still stronger. And uglier. 

MANNHEIM Tyr Oc Nor 998 990 


Spells: Sky's Fury Hi, Death's Fog Hi, Regeneration, Winged Death 
(Call), Sphere of Mortis (Call) Wards: Omegaward 50% Resistances: 
Weakness, Wasted, Pathetic, Blindness, Paralysis, Sleep and Spellbind 
50% Enchantments; Psistrike 


MANNHEIM'S HEAD Tyr Oc Nor 998 
Spells: Sky's Fury Hi, Death's Fog Hi, Regeneration Wards: 
Omegaward 50% Resistances: Weakness, Wasted, Pathetic, Blindness, 
Paralysis, Sleep and Spellbind 50% Enchantments: Psistrike 
MINELORD HEXITE MINE 595 600 

A couple of nasty spells wrapped up in a big tough package. Don't 
waste MPs on Fire or Earth spells—save them for healing. Spells: 
Death's Fog Lo, World's Fist Lo Wards: Fire 100%, Earth 100% 
Resistances: Sleep 100%, Poison 100%, Stone 100% Enchantments: 
Earthstrike 


MODULUS GOGARIN KEEP 525 340 
Slightly more hit points than the Knights and Archers, but lacks their 
spells and special abilities. 


990 


Моришѕ ARKOSE 6 335 350 
Only a smidgen stronger. A small smidgen. Г 
MOONGUARD ZIGGURAT 48 450 


Yes, you guessed it-identical to both Flameguards and Eternal 
Guards, Avoid Psi spells and you'll be fine. Wards: Spirit -50%, Psi 
50% Enchantments: Chaostrike 
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MUDMAN GusRATH Boc, WvipERN 5 512 520 
As powerful.as.a Hammerjack, but with an immunity to Earth magic. 
Wards: Earth 100%, Psi 50% Enchantments: Earthstrike 


MUMMIFIED WARRIOR 345 560 
GAMATHEL'S TOWER 
Spirit magic works well, if you have any to cast, but contrary to what 
you might expect, Fire magic has no special effect on the Mummified 
Warrior. Perhaps its bandages are flame retardant? Wards: Spirit - 
50%, Psi 50% Enchantments: Chaostrike 
MUMMIFIED WARRIOR 
FIRESTALKER'S LAIR 
They're big and tough, but have no spells to worry about. Wards: 
Spirit -50%, Psi 50% Enchantments: Chaostrike 
NEEDLESPITTER FiRESTALKER'S LAIR, 
| CASTLE METABOLINE 
Similar to the thnowter, but with a different pair of spells to make life 
ifficult. Spells: Fleshrend, Paralysis 


B NEEDLESPITTER 









NAME 














575 580 





492 500 















































Arkose 15, 16, 17, 18 502 510 
Î Its Paralysis spell can be a real killer, so watch out. Spells: Fleshrend 
Paralysis 


OVERSEER Tyr Oc Nor 742 740 
This brute has no finesse. — — = 
PACHAWING MOUNTAIN PATH 45 110 


Î Only dangerous in large groups, when their LoBlast spells can do a lot 
of damage. Spells: LoBlast —— 

EE PACHAWINGI ARKOSE 5 110 190 
The LoBlast spell is its only good attack, and it's not exactly deadly.. 
Spells: LoBlast —.— _@ 

PACHAWING ARKOSE 4 242 260 
With more hit points than previous versions, these Pachawings often 
Î survive long enough to get off a spell or two, so kill them as quickly 
as you can. Spells: LoBlast |" ^w 
PACHAWINGS ARKOSE 9 555 5350 
Compared to the earlier versions, these ones are much tougher, but 
your characters will have gained more than enough experience by 
now to make short work of them. Spells: LoBlast — — 

PACHAWING4 ARKOSE 15, 16 502 510 

f Into the realm of 500+ Hit Point monsters. Be patient, though, and 

Î you should be fine. Spells: LoBlast _ i 
PHYSICAL DARG Tyr Oc Nor 999 999 
The physical form of your ultimate foe. Wards: Fire 50%, Ice 50% 

Й Resistances: Weakness, Wasted, Pathetic, Blindness, Paralysis, and 
Sleep 50% Ч 

PORTERKATT GAMATHELS TOWER 555 350 
Use their weakness against Ice spells and these critters will drop like 
flies. Wards: Fire 25%, Ice -50% , _ 

PUCKER WYLDERN 2 408 420 
Both the Pucker and Trikiller (see Trikiller entry) can make life 
difficult with their spells, so try to kill them quickly. Spells: HiBlast, 
f Boggle Ray 
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RUTABEGA 
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RASGAR ZIGGURAT 492 500 

If Rasgar starts firing off Slow and Blind spells, you may find yourself 
in trouble, so be prepared. Spells; Slow, Blind 

RASGAR METABOLAS ISLAND 512 520 
As you'll have noticed by now, Slow and Blind spells should not be 
underestimated, so be careful. Spells: Slow, Blind 





RASGAR ARKOSE 15 428 440 
The weakest version of this creature. Spells: Slow, Blind 
Rep Tom RED TOMS Cave 678 680 


Red Tom can be killed at Level 1 or 2, but it's tough. For more 
information about fighting him, see the "Defeating Red Tom' box on 
page 50. Spells: Sky's Fury, Burial Strike Wards: Omegaward 50% 
Enchantments: Chaostrike 
Ro80SPYDE NEW GUBRATH, 

GUBRATH Boc 
Again, Earth spells or enchanted weapons will make short work of this 
beastie. Spells: Poison Wards: Fire 100%, Ice 100%, Earth - 100% 
Enchantments: Icestrike 


ROCKLING 


502 510 


ROCKRA'S Lair 110 190 
No tougher than the Barleybeasts of Barleygrove. Rocklings are 
partially immune to Earth spells and can distract you from Rockra 
itself. Deal with them quickly at the start of the fight. Wards: Earth 
50% Enchantments: Earthstrike 5 
ROCKRA ROCKRA'S Lair 325 340 
With 325 hit points, Rockra can soak up a lot of damage. Its Wards 
and Resistances make it immune to Earth and Sleep spells, and reduce 
damage from Fire, Ice, and Spirit attacks by half See the Defeating 
Rockra’ box on page 55 for more details of how to beat it. Wards: 
Earth 100%, Fire 50%, Ice 50%, Spirit 50% Resistances: Sleep 100% 
Enchantments: Earthstrike 
RUMBLEBUG METABOLAS ISLAND 
CASTLE METABOLINE 
Not quite as powerful as the Baronbug, and with much weaker spells. 
Spells: VoltBlast, Smaliblast Wards: Earth 50% Enchantments: 
Earthstrike 


RUMBLEBUG ARKOSE 5 555 550 
Don't waste time with Earth spells, and watch out for the odd magic 
attack. Spells: Voltblast, Smaliblast Wards: Earth 50% Enchantments: 
Earthstrike — — 


RUMBLEBUG Arkose 11 428 440 
This one is stronger, Its spells are fairly weak, so avoid using Earth 
magic and you should be fine. Spells: voltblast, Smallblast Wards: 
Earth 50% Enchantments: Earthstrike 


RUTABEGA X GuaRATH Woops 

GAMATHELS TOWER) 
Physically the weakest monster in the Woods, but its Poisongas spell 
can be a pain. Only takes half damage from Earth magic. Spells: 
Poisongas Wards: Earth 50% Enchantments: Earthstrike 
RurABEGAT ARKOSE 1 45 110 
The weakest form of Rutabega in the game, but watch out for its 
Poisongas spell and resistance to Earth magic. Spells: Poisongas 
Wards: Earth 50% Enchantments: Earthstrike 








502 510 
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SKITTERVORE 
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RurABEGA2 ARKOSE 2 100 180 
^ slightly more dangerous version of the basic Rutabega. Spells: 
Poisongas Wards: Earth 50% Enchantments: Earthstrike 
RUTABEGA Arkose 8, 9 325 540 
They keep on getting nastier, but they don't get any more spells. 
Spells: Poisongas Wards: Earth 50% Enchantments: Earthstrike 
RUTABEGA WYLDERN 5 408 420 
These Rutabegas are tougher than most that you fought on the 
surface, but they should be little trouble by now. Spells: Poisongas 
Wards: Earth 50% Enchantments: Earthstrike 


SAND LIZARD 





UHNDRASHI PLATEAUS, 418 450 
ZIGGURAT, ARKOSE 15, 14 

The Poison and Paralysis spells of the Sand Lizard, combined with its 

immunity to Earth and Fire magic, can make it a tricky foe if you're not 

prepared. Don't give it time to cast any spells. Spells: Poison, Paralysis 


Wards: Earth 100%, Fire 100%, Ice -100% Enchantments: Earthstrike 


SANDSKELETON ZIGGURAT 428 440 
This is one of the tougher types of Skeleton, but by now you should 
j bean old hand at sending these things back to their graves. Wards: 
Spirit -50%, Psi 50% 

SHAMAN XERO VILLAGE 408 420 
Although their Omegaward reduces damage from all spells, it only 
cuts it by one-quarter, instead of the usual half. Be careful of the 
Painloss spell, though, which allows them to heal 90 HP at a single 
stroke. Spells: LoBlast, Painloss Wards: Omegaward 25% 
Enchantments: Chaostrike 


SHOCKWORM MOUNTAIN Pass 45 110 
This is the first monster you encounter with a magical attack, but 
luckily its Voltblast spell only does 30 points of damage. Spells: 
Voltblast Enchantments: Farthstrike 

SHOCKWORM ARKOSE 3 100 180 

^ stronger version. The Voltblast spell can be a nasty surprise, but it's 
not too damaging, Spells: VoltBlast Enchantments: Earthstrike 


E SKELETON MOUNTAIN Pass 45 110 
Like most undead creatures in Shadow Madness, Skeletons are 
vulnerable to Spirit magic, but resistant to Psionic spells. Wards: 
Spirit -50%, Psi 50% 

SKELETON BARLEYGROVE, ARKOSE 2 110 190 
Much tougher than their weaker brethren on the Mountain Path, but 
so are your characters by now. Wards: Spirit -50%, Psi 50% 


SKELETON BtNrF-BROKUL 418 430 
These should be easy prey for your heroes by now, but they can soak 
up more than 400 points of damage before collapsing in a heap, so 
use those Twitch Attacks to finish them off quickly. Wards: Spirit - 

ENS 50» Psi 50% 


SKITTFRVORE Hexite MINE 428 440 
Take advantage of its weakness to Fire magic if you get the chance. 
Spells: Frostblow, Fleshmend Wards: Fire -50%, Ice 100% 
Enchantments: Icestrike 


SKITTERVORE Bic MESA 752 750 
As powerful as the pumped-up Macefists, and with a couple of spells 
added. Luckily, they are weak against Fire magic, so burn, baby, burn! 
Spells: Frostblow, Fleshmend Wards: Fire -50%, Ice 100% 
Enchantments: Icestrike 
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SKITTERVORE NAGRUK'S CAMP 658 
Spells: Frostblow, Fleshmend Wards: Fire -50%, Ice 100% 
Enchantments: Icestrike 
SKITTERVORE WYLDERN 5 428 440 

Kill these quick to prevent them from dragging out the fight with their 
healing spells. Spells: Frostblow, Fleshmend Wards: Fire -50%, Ice 
100% Enchantments: Icestrike 
SKITTERVORE WYLDERN 6 502 510 

Fire magic is the key to a quick resolution of fights with these pesky 
beasts. Spells: Frostblow, Fleshmend Wards: Fire -30%, Ice 100% 
Enchantments: Icestrike 


SLAVER Deep Sea Forest Bottom 512, 











12 520 

A little tougher than the Battle Sailors and Darg Orgs, Beware of the 
Paralysis Ray spell, as it can quickly turn the tide of a battle. Spells: 
Paralysis Ray Wards: Spiritward 100% Enchantments: Spiritstrike 


SLA Tyr Oc Nor 668 670 





SLAVER 


Spells: Paralysis Ray Wards: Spiritward 100% Enchantments: 
Spiritstrike 


SNOWBEAST BRokut Pass 502 510 
You'd be wise to avoid Brokul Pass and Bene-Brokul until you've 
explored Gamathel's Tower and returned to the Magic Academy. Both 
areas are loaded with nasty monsters like this. Thev are completely 
immune to Ice spells, but are very vulnerable to fire magic. Watch out 
for the Frigid Mist spell that can slow your characters down. Spells: 
Fleshfreeze, Frigid Mist Wards: Fire -100%, Ice 100% Enchantments: 
Icestrike 
SPIRITUAL DARG Tyr Oc Nor 999 999 
Spells: Dargfrost, Dargflame, Darg's Touch, Darg's Breath, Darg's 
Mind, Dargsphere, Rejuvenation Wards: Omegaward 75% 
Resistances: Weakness, Wasted, Pathetic, Blindness, Paralysis, and 
Sleep 50%; Spellbind 100% Enchantments: Spiritstrike 
STANLEY & MURPHY New GUBRATH 762 760 
Definitely not to be underestimated—Xxxaap! does 100 points of 
damage to all your characters and may Slow them, while Zzzaap! 
Takes 100 HPs from its target and transfers them to Stanley & 
Murphy! With an Omegaward to soak up half the damage from all 
spells and 762 HPs to wear away, this can be a nasty fight. Spells: 
Xxxaap!, Zzzaap! Wards: Omegaward 50% 
TOMBWORM ZIGGURAT 418 450 
A subzero version of the Flameworm, and just as wimpv if vou avoid 
using Ice magic. Spells: Chillblast Wards: Ice 100%, Fire -10095 
Enchantments: Icestrike 
TRAAHG HEXITE MINE 428 440 
Identical stats to a Skittervore, but completely immune to Earth spells. 
Wards: Earth 100% Enchantments: Farthstrike 
TRAAHG WYLDERN 7, 9 585 590 
Big and tough. Avoid Earth magic and there's little to worry about 
Wards: Earth 100% Enchantments: Earthstrike 
TREEDEMON WNYLDERN 4 512 520 
A triplet of nasty spells make this monster worthy of an appearance 
in the movie Evil Dead Il. Take advantage of its weakness against Fire 
and Ice spells. Spells: Burial Strike, Stonebreath, Regeneration Wards: P 
Earth 100%, Fire -50%, Ice -50% Enchantments: Earthstrike 
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NAME FOUND AT 
TREEDEMON WYLDERN 7, 9 585 590 
These are tougher. As before, Fire and Ice spells are your friends 


when fighting these. Spells: Burial Strike, Stonebreath, Regeneration 
Wards: Earth 100%, Fire -50%, Ice -50% Enchantments: Earthstrike 


TREEWORM Ankost 17, 18 492 500 
Voltblast is hardly a deadly spell, but don't be reckless. Spells: 
VoltBlast Enchantments: Earthstrike 


TRIKILLER WYLDERN 2 428 440 
Another monster with some nasty spells. Again, try and make short 
work of it if you can. Spells; TwinBlastLo, Stone Ray Wards: Earth 
100% Enchantments; Earthstrike 


TRIKILLER WYLDERN 4 512 520 
Stronger than the earlier version, and the same advice applies—watch 
out for the spells. Spells: TwinBlastLo, Stone Ray Wards: Earth 100% 
Enchantments: Earthstrike 


UNDERTHING ZIGGURAT 492 500 
A straightforward, no-nonsense monster with no special abilities or 
spells to worry about, and just under 500 hit points to carve away. 


VARLEY SHIP 595 600 
Another nasty monster with a trio of annoying and potentially 
dangerous spells to choose from. Not quite as powerful as General 
Pogras, though. He has no Wards to worry about. Spells: TriBlast, 
BigBang, Paralysis 
VAULT GUARDIAN — ZIGGURAT 595 600 
The strongest monster on the Uhndrashi Plateaus, it possesses two 
nasty attack spells. Don't bother with Fire, Ice, or Spirit spells—get in 
close and hack away. But keep an eye on your HP. Spells: Hell's Kiss 
Lo, Void's Touch Lo, Regeneration Wards: Fire 100%, ісе 100%, Spirit 
100% Resistances: Paralysis 100%, Spellbind 100%, Poison 100% 
Enchantments: Spiritstrike 


VELVET TONGUE DOBIETOWN 595 600 
Not quite as powerful as good old Red Tom. However, Velvet 
Tongue's Boggle Ray spell, which confuses your heroes, can be a real 
pain, especially when combined with her 50% Omegaward. Spells are 
a poor choice of weapon. Spells: Boggle Ray, TriBlast Lo Wards: 
Omegaward 50% Enchantments; Psistrike 

VRITA COUNCIL BUILDING 918 910 
With the exception of the final bosses, the Vrita has the highest stats 
of any monster in the game. It also has no less than three spells that 
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BARONBUG 


do 120 points of damage to your entire party every time they're cast, 
and an Omegaward that reduces spell damage by half, just for good 
measure. Save your MPs for healing and protection, and keep on 
bashing away. Spells: Hell's Kiss, World's Fist, Death's Fog Wards: 
Omegaward 50% Enchantments; Chaostrike 


WAR CHARIOT CyL Oc Sut 742 740 
Midway between a super-Darg Org and a Deathbot, and thus to be 
respected. They can soak up a lot of damage and deal a fair amount 
of their own-don't underestimate them, and keep those healing spells 


and items ready. 


WAR CHARIOT WYLDERN 8 678 680 
Same as the other, only weaker. 3 fes 
WHIPMASTER UHNDRASHI! PLATEAUS 408 420 


No special abilities or weaknesses, and not too strong either—this 
monster should be a pushover. 


WINGED STALKER SOUTH CARTOFF ISLAND 855 850 
As you will have noticed by now, things are starting to get really 
deadly. The Winged Stalker is even more powerful than the Eyegore 
in some ways, but its Omegaward only halves spell damage. Spells: 
Sky's Fury, TriBlast Wards: Omegaward 50% Enchantments: Firestrike 


WRATHFLOWER Arkose 17, 18 512 520 
А couple of nasty spells mean that you're best off using Fire and Ice 
magic to make short work of this beast. Spells: Bodyblow 
TwinBlastHi Wards: Fire -25%, Ice -25%, Earth 50% Enchantments: 
Earthstrike 


WRATHFLOWER WYLDERN 4 502 510 
Another pair of vicious spells to contend with. Again, make good use 
of its weakness against Fire and Ice magic. Spells: Bodyblow, 
TwinBlastHi Wards: Fire -25%, Ice -25%, Earth 50% Enchantments: 
Earthstrike 


WRATHFLOWER WYLDERN 7, 9 595 600 
This one is tougher, but Fire and Ice spells still do the trick. Spells: 
Bodyblow, TwinBlastHi Wards: Fire -25%, Ice -25%, Earth 50% 
Enchantments: Earthstrike 

ZOMBIE BtNr-BRokut 428 440 
Like all the undead monsters in Bene-Brokul, Zombies are susceptible 
to Spirit magic but resistant to Psi attacks (thanks to their mindless 
nature). Wards: Psi 50%, Spirit -100% 
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MONSTER SPELLS 
This table shows all the monster spells in the game, with their effects. Monster spells work in exactly 
the same way as your own-see the Characters section, starting on page 6, for more information. 





NAME IVL EFFECT ТҮРЕ DURATION MP NAME IVL EFFECT TYPE DURATION MP 


———————————————— 















































































































































































































































8« 3 90HP Fire Instant 45 REGENERATION 3 +200HP N/A Instant 45 
5 1 30HP Psi Instant 15 REJUVENATION 5 +200HP Caster N/A Instant 20 
3. 1 Set Blindness N/A 300 sec. 20 SCALDBLAST 1 -30HP Fire Instant 15 
& 1 Set Blindness N/A 500 sec 20 SCORCHED EARTH 4 -120HP All Fire Instant 60 
& 3 -90HP Psi Instant 45 SCORCHED- EARTH Hi 4 -150HP All Fire Instant 60 
Bc 1 Set Confused N/A 150 sec. 20 SCORCHED EARTH LO 4_ -90HP All Fire Instant 60 
5 3 -90HP tarth Instant 45 SHELLSHOCK 4 -120HP All Psi Instant 60 
E 1 -30HP Ice Instant 15 SHELLSHOCK Hi + -150НР All Psi Instant 60 
CONFLAGRATION — 5 -90HP Fire Instant — 45 SHELLSHOCK LO + -90НР АЙ Psi Instant — 60 
Da POWER 1 +25 Prowess, NjA 15 sec. 20 Sky's Fury 4 -120HP All Earth Instant 60 
+25 Strength Sky's Fury Hi 4 -150НР All Earth Instant 60 
ГУаях s BREATH 5 Set Weakness N/A 500 sec, 20 Sky's Fury Lo 4 -90HP All Earth — Instant 60 
Daacs MIND 5 Set Slow N/A 500 sec. 20 SLEEP RAY 1 Set Sleep _ N/A 60 sec. 20 
D ToucH 5 Set Poison N/A 50 sec. 20 SLEEP 1 Set Sleep N/A 60 sec. 20 
D AME du -100HP All Fire Instant 20 SLEEPGAS 1 Set Sleep N/A 60 sec. 20 
CFROST 5 -100НР All Ice Instant 20 SLOWBLAST 1 Set Slow N/A 500 sec 20 
DARSCAUGHT 55 175HP All Chaos Instant 90 SMALLBLAST 1 -30HP Fire Instant 15 
DARCSPHERE 5 Caster +100МР N/A Instant 20 SMOG 1 Set Blindness NA 300 sec. 20 "c Y 
Target -100MP SPHERE OF MORTIS 5 -150HP All N/A Instant 100 Ê 
4 -120HP All Spirit — Instant — 60 STONERAY 1 SetStone N/A. 60sec. —20 les 
Eons Foc HI — 4 -150HP All Spirit — Instant _ 60 STONEBLAST — — 1 30HP Earth — instant — 15 m 
DewWsFoclo 4 -90HP All Spirit — Instant — 60 STONEBREATH — — 1 Set Stone N/A 60sec. 20 lum 
ELECTROCUTION 3 -90HP Earth Instant — 45 Toxic HAZE LESS -90НР Spirit Instant 45 A 
FLESHBURST 2 60HP Fire Instant — 50 TRIBLAST gi -120HP All Chaos Instant- 90 -— © 
FLESHCRUSH 2 60HP Earth Instant 30 TRIBLAST Hi 04 -150НР All Chaos Instant 90 Ш) tri 
E 2 -60HP Ice Instant — 50 TRIBLAST LO 4 -90HP All Chaos _ Instant 90 — 2, 
2 +150НР N/A Instant — 50 TwiNBLAS! Hi 4- Д -120HP Chaos instant 60 - 
2 -60HP Psi Instant 30 TWINBLAST Lo 5 АЖА -90HP Chaos instant 45 > б 
HROAS 2 -60HP- — Fire Instant 30 ^ Vos Touch 4  .-120HP All ice Instant 60 — 7, "m 
FAESHSHOCK 2 -60HP Earth Instant 50 VoiDs Touch Hi. 4 -150HP All za ke Instant — 60 
FourciouD - 2 -60HP Spirit Instant 30 Voms Toucnlo + 90HP АЙ ice — Instant 60 - С > 
Faa Mist 1 Set Slow N/A 300 sec. 20 VOLTBLAST 1 AP — Earth ^ "instant 15 rri Z 
STBLOW 3 -90HP Ice Instant — 45 WAR BLESSING 4 150HP All N/A Instant ^60 _ 2 
Hears Kiss 4 -120НР All Fire Instant _ 60 WAR BLESSING HI__4 +200HP All N/A Instant 60 E -— 
Bars Kiss Hi E -150HP All Fire instant 60 WanBiussclo 4 +100HP AII N/A instant 60 á = 
4 90HP All Fire instant — 60 WEAKMIST 1 Set Weakness ^ N/A 300 sec. 20 _ 
2 -60HP Chaos — Instant 30 WEAKNESS RAY 1 Set Weakness N/A 300 sec 20 Fri 
1 Caster -75HP, N/A 15 sec. 20 WINGED DEATH 5 -125HP All N/A Instant — 100 Z 
Target -75HP WORLD'S Fist 4 120HP All _ Earth Instant 60 
AS 1 -30HP Chaos Instant 15 Wor sist Hi 4 -150HP All Earth Instant 60 — 
1 -30HP Spirit ^ Instant 15 WompsfirLo 4 -90HPAII Earth Instant 60 - on Un 
1 -90HP N/A Instant 15 ХХХААР! 1 -100НР All Chaos Instant 45 . е 
1 Set Paralysis N/A 30 sec 20 _ Set Slow 
1 Set Paralysis N/A 30 sec. 20 ZZZAAP! 1 -100НР Target, Psi Instant 45 
1 Set Poison N/A 30 sec. 20 +100НР Caster 
1 Set Poison 









While this chapter gives you the 
essential information to defeat 
any monster in Shadow Madness, 
you'll find that bosses are more 


TONSTER CURSES 


Some monsters place curses upon you in battle. Use this 
chart to identify which curse you're under by looking for 
the color your cursed character glows. 




































Curse GLOW COLOR Curse Grow COLOR č thoroughly covered in the main 
POISON m= Black to Green PATHETIC Tan to Scarlet 


part of this guide, the 









DRUNK = Dark to Light Green SLOW = Brown to Yellow 

CONFUSED == Gray to Hot Pink SPELLBLIND == Purple to Pink walkthrough. 

PARALYZED = Brown to Rose STONE == Dark to Light Gray Don't forget to check back if 
SLEEP Gray to Light Blue WASTED Plum to Mustard you're having trouble defeating 
BIINDNESS = Emerald to Jade WEAKNESS Sea Green to Teal a boss—there may be more useful 


information here. 





Duffy 
E Say, weren't you with that group 
hat came in from the Homelands? 


The first part of the quest is a flashback. 


After a cut scene in a bar that introduces the game, 
an animated scene shows a huge explosion 
»wallowing your home town of Port Lochane and, 
E your adventure begins. 


a i | 


OBJECTIVES | After defeating the Bulrazor, watch 


< the next section of dialogue, which 
EXPLORE THE RUINS OF YOUR HOME TOWN 4 Macri J ter talking (ah 
* COLLECT ITEMS FROM THE RUBBLE des 


old woman, Mrs. Khare As 
e MEET AND JOIN UP WITH WINDDRAF / this conversation develops, 


‹ " ` ® you'll be able to give your 
The action begins immediately as a а" e 2» character a name (how 
horned beast called a Bulrazor attacks Fn Wa ‘ ж about Stinger?). As you 
you. Use a couple of normal attacks to S i^ 4 l ut leave the old woman, 


fend ^ a" ' you'll be accosted by a 


You could to give you some helpful 
use the fighting advice; it's worth 
^ aggressive listening to him. Now walk over 
ا‎ attacking option, to the green items on the floor just 
ND". . which. will kill your to the northwest. These are Ki Nuts 
"nnt d foe more quickly, and will be added to your inventory, 
асе but at this stage Exit the screen to the south and keep moving south 
[| ues | you have little until you come across another sailor wandering near a 
шашы соз experience and dock. Talk to him, and then examine the chest near the 
өк О o CLONE might miss, so water. You'll find that it's locked, so Stinger pulls out his 
Practice your Twitch Attack. be careful. lock picks and goes to work. 


DES on БООХ him off. : f Dock Worker who will offer 
Bulrazor Attacks x : 5» 
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This is the first lock-picking minigame, but luckily 
it's simple. То pick the lock, you must watch the 
movements of the picks, then mimic them using the 
D-pad and the action buttons. The action buttons 
move the right lock pick and the D-pad moves the left 
pick. Follow the movements carefully; you need to get 
all four sequences right to successfully open the chest. 
Inside you'll find some Dirks, which Stinger can throw 
in combat, and а Fyrn Tonic. 

Backtrack 
north to where 
you met the old 
woman, and 
then exit the 
screen to the 
west, where 
you'll find a 
fellow survivor 
peering over the 
rim of a huge, 
lava-filled 
crater. Walk 
over to start a 
conversation. He tells you that he was blown off his 
ship and into the lava pit. He thinks the rest of the 
crew went down with the boat. When the 
conversation ends and you've 
watched the ominous cut scene, 
circle the crater clockwise and grab 
the pick-ups as you go: Aether 
drops, 100 GP, five Nails, one 
Deathcheat and two Fyrn Tonics. 

Now exit to the east, and you'll 
find yourself at the city gates. Walk 
east across this screen and exit. In 
the next area is a Blacksmith's, or at 
least what is left of one. Grab the 
two Deathcheats and two Daro 
Roots lying on the ground. 


: Ade Eh лей 
SF Success! The lock is open! | d 2 


ie x. : 





Just imitate the movements carefully and 
you'll have no trouble with the locks: 


„ИР, 


Over the next few 
minutes you'll sometimes 
notice someone else on 
the World Map. Don't 
bother chasing after 
them—you'll catch up 
with him in Karillon. 


Once you've left Port Lochane, 
the whole world awaits you. 


After Stinger 
stops to consider 
What is going on 
in his home town; 
exit the screen to 
the east and 


‘youll return to 


the crater. Go 


€ast again, and as 
“you enter the 


next screen, walk 
toward the town 


gates until you see a girl, dressed in what appears. Pah 
to be leaves, run straight past you. Stinger shouts i } 
to her to stop, and then gives chase. He arrives | 
back at the small hut, but there is no sign of the З | 
- girl. After a little persuasion, though, she appears p 
from behind the hut. In the conversation that Ay 
ensues, you discover that the girl's name is O^ 
Windleaf, and she is heading to Fort Khelest in 
Barleygrove to look for help and survivors. 
Stinger tells her that he's also looking for help 
and that they should join forces. Windleaf agrees 
and joins your party. Now head back to the city 


gates and exit Port Lochane. 


You'll now see yourself on the World Map, 


— LoT TT "ti : 
Э! I should probably 
r бе оп ту way. 29 ) 


Don't worry! Windleaf decides to 
accompany you in the end. 


/ 


) — 
a 


Whatever is in that lava pit looks pretty 
horrible, and it's not unique... 


which allows you to journey 
between the different areas 
in the game. You can save 
whenever you want on the 
World Map, and its a good 
idea to get into the habit 
of saving immediately after 
leaving an area and before 
entering a new one — just 
in case. From Port 
Lochane, go northeast to 
the second area, the 
Mountain Pass. 
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OBJECTIVES | 
+ MEET AND JOIN uP WITH HARV- 
* PICK THE LOCK TO BRINK'S.CA 
• Нмр RED TOM S CAVE | 


Upon entefing the pass, 7 
Stinger takes Windleat 

to check om One Of his 

friends who lives in 

the'area. When they » 

getto Muggin's | 

house, though, they 

find his dead body — - 

lying atthe fofa"  ) 
Gadgeteer robot! ~ | b 

Although Stinger 
suspects ti@fobet has | 
killed his friend) Windleatis 
not so sure. The robot explains 
that his name ® Harv-5, and fie 
is on his way to Barleygrove. ` 
Despite Stinger’s initial distrust, 

Harv-5 joins the party. 

Before leaving Muggin's house, grab 
the Studded Gauntlets on the far wall of the 
hut. Also notice a book in the bookcase, which is merely 
an amusing tale; and one on the nearby table, which 
contains information about many of the major cities and 
areas you'll be visiting. 

Leave the hut, grab the Deathcheat and the Shovel that 
Бе outside, and collect the Кїї Nuts and Daro Roots just 
to the south. Go west under the waterfall, and then take 
the path that leads north. Grab all the items on the way: 
1,000 pieces of gold, 10 Barleyshots and one Aether Drop. 

Continue heading north, collecting the Fyrn Tonic as 

Em you go, and you'll 

агу 5 has joined the party! | , come to a small hut 

with a locked door. 
Worried about his 
cousin Brink, who 
lives in the hut, 
Stinger decides to 
pick the lock. 

After you've 
unlocked the door, 
enter the hut and 
talk to Brink. 
Stinger will ask him 


Then there were three! Harv-5 adds some 
icome musde to-the party. 


RANDOM ENEMIES ENCOUNTERED: *SHOCKWORM *PACHAWING *SKELETON 


restoring your 


Sf characters’ HPs 
and MPs, and 
allowing you to 

~- save your 
game). When 
you wake up, 
grab the Beans and 

Tulian Cheese from 

the far wall of the 


hut, and examine 


to join the party, but 
he’s too scared to 
leave. He will, 
however, let you 
Pl rest (completely 
the box in the 


bottom corner 


YW 

t=. to get 125 gold 
MN pieces and 
үү, some Owl 
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Cousin Brink has lived a full and eventful life 
as you'll find out when you talk to him. 


Talons. You can also read the book at 
the foot of the bed. 

Leave the hut and head north, where 
you'll find a body that turns out to be 
yet another dead friend of Stinger's 
named Jerse. Grab the Beans and the 
Deathcheat that lie either side of Jerse's 
body before heading south. 

Backtrack past Brink's hut, then turn 
east and go under the waterfall. Here youll 
find the entrance to a cave. Enter, grab the 


HARV-5 SIGNS UP. 2 





SHADOW MADNESS. 


=D Deathcheat and Berk Jerky, and examine the box to 
” find some Studded Armor and a Sentry Bow. Equip 
both items and leave the cave, then head east and use the : 
just-visible steps in the stone to climb to the ledge. Continue Amulet, two Lifebacks, four 
climbing north until you reach a second cave entrance. ИШК Oils, 5,000 GP and 10 
This is the lair of Red Tom, the first boss monster in the Chaos Talons, so it's worth 
game. Avoid him for coming back. 
Maritime: Кей Тот has a 50 
your characters reach percent resistance to all 
about 4th level. magic, so he only takes 
Instead, go east and half damage from any spell 
аш ИК ЕЙ cast on him. Hell take 678 
area to return to the damage points before he 
Eee ШЕ dies, so Stinger and 
game. Your next port £ 
of call should be 
Enclaan. 


Red Tom guards some Aether Potions, a Gogarin 


Red Tom's cave is too dangerous a place 
for you to visit right now. Come back later. 
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RANDOM ENEMIES ENCOUNTERED: 


. DISCOVER THE FATE OF THE TOWN 
* COLLECT MORE ITEMS 


After entering Enclaan and watching the cut scene, 
talk to the old man, Mr. Nakar, and grab the Aether 
Drops before heading north. Follow the path 
around to the east, ignoring the west turning for 
now. There's а тап by the health spa trying to sell 
real estate; ignore him and pick up the Saw and 
Gems. Now head back and take the west exit. 

Here you'll 
find the ruins 
of Windleaf's 
house. Follow 
the path 
around the 
screen, talk to 
Mrs. Nakar, 
and grab the 
Deathcheat 
before 
returning to 





re " 
15 » My house is...was over there, 
across the bridge... 


RANDOM ENEMIES ENCOUNTERED: 


+ TALK TO THE INHABITANTS 
* COLLECT MORE ITEMS 


Unlike everywhere else you've 
visited so far, Forestgrove 
appears to be completely 
normal, with children playing 
and animals all around. 

Talk to Hatty, the woman 
directly in front of you, then 
enter the hut to the far right of 
the screen, grabbing the Hoe on your way. Talk to 
the old man and grab the Beans on the floor before 
returning outside and heading west. Talk to the 
man chopping wood (Cecil) and the man running 
around (Jedro), then enter the small house behind 
Jedro. 





Hatty's fondness for Stinger is useful. 


*BULRAZOR 


Lost our lease! 
Incredible values! 


Ignore the real estate guy. He's just there to waste time. 


the previous screen and leaving Enclaan. 

Back on the World Map, save your game before 
heading east to the next map section. 

Directly to the east of where you enter the next 
map section is the village of Forestgrove. 


S за арар 
е KO VE 


*NONE 


Talk to Arlene, the 
daughter of Cecil and Hatty, 
who takes quite a shine to 
Stinger, then chat with Ara, 
who'll give you Fyrn Salves. 
Pick up the Perfume, leave 
the house and head back to 
the main section (under the 
big tree), then enter the house 
at the far end of the clearing. Grab the Goat's 
Milk and read the Cook Book if you like. Finally, 
talk to Набу again and she'll give you а Fyrn 
Salve, some Greencod and a Barleyfiz to help. 
Leave Forestgrove, Save your game, and head 
southeast to Harv-5's home town, Barleygrove. 
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SHADOW MADNESS 


s — 2 2 
hisdoesn't look good at all... 


e^ 


ix 


Things turn ominous as the next village you. 
* find is little more than a pile of rubble. But 
who's dico ur Time to instiga; 


BARLEYGROVE 


RANDOM ENEMIES ENCOUNTERED: *SKELETON *BARLEYBEAST *BEGGAR 


UBJECTIVES 


* EXPLORE THE TOWN AND TALK TO THE SURVIVORS 
* COLLECT ITEMS FROM THE RUBBLE 
* DISCOVER ANOTHER LAVA PIT Greencod, Wrench, 
1 ч three Daro Roots and 

Barleygrove has been i \ 500 GP and go north 
completely destroyed. Stinger DU XX again, to find the center 
suggests that the party check "s : ^N F 9f devastation: another 
for survivors then head off. Е 1 TN йа беа crater. Talk 

As you walk into the main v | EP "uri 
section of the area, a man ы р = } “Pil to distover that it 
called Mecha approaches you v i ; Seems to be exuding a 
and asks if you can spare him 8 strange and evil power. 
some Kii:Nuts. Say yes; he'll return ча, Leave Barleygrove, save 
the favor some day. Explore this MA Pour game,and head 
area and collect everything you ; in ° ~ north into the next 
can. You'll find some Gold, some be "EL Oof thé World 
Fused Glass, a Fyrn-ade, a Daro Ay 1 “Map, Where you'll find 
Root, and a Guardscythe for Нами 7 2 ider 
5 around here.Go north from 77 
here and you'll find three TH: 
survivors fo talk to. Pick up the 
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DBJECTIVES | 
* DEFEAT КОСКЕЛ 


Enter Rockra's ————— 

lair, pick up з i | DEFEATING ROCKRA | 

the Mail е Rockra is а fairly tough boss monster. It has 525 HPs, 

Gauntlets, à is completely immune to Earth spells and Sleep 

Glass Shards, ; effects, and only takes half damage from Fire, Ice, and 

Trooper Arrows x Spirit spells. 

and Studded Helm. е Even so, beating Rockra shouldn't give you too 

Equip thém and exit to the right. Now much trouble. Have Stinger and Harv-5 charge in and 

you'll watch your party sneaking, ир on а keep hacking away (remember 

huge rock monster. Unfortunately, Harv- to use the Twitch Attack) 

5 makes a bit too much noise and it hile Windleaf : i 

wakes up! It's time for a battle. jiener deep 
METER Pl attack and healing spells 

the goodies: five Venom Daggers, two as necessary. The trusty 

DED Stem TR QUIM Drakeball spell is 

Armor and a Guardblade. Equip these probably your best bet, 

new items and exit the cave to a new as it's cheap to cast, but 

Se RU RMA Пт н Vou сап try Python and 

to discover the shrine of Catman. Hawk as well. 
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— shrine in the form of a giant cat dominates the 
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RANDOM ENEMIES ENCOUNTERED: 


ls 


» TALK TO CATMAN AND READ ABOUT THE NOMADS 
oF UHNDRASHI 


© This is easily the strangest location so far. А huge 


landscape, and there are felines all over the place. 

Pick up the Mail Helm, then enter the shrine. Before 
you talk to Catman, however, - 
examine the cat litter box in the 
corner of the room. When you 
are prompted to dean out the cat 


R92‏ س 


m Ur" 


4 А 
th ў, Oh, dear. 


,A* 


+ fitter, choose Yes. For this act of 


‘Kindness, Catman will let you 
read an ancient book that may 
help you in your quest. After 
you've read through the book 
and talked with the Catman, he'll 
give you a Greencod and suggest 
that you return later. You're 

^ meant to go on to Karillon OW, a mouse... 
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m Not to worry, Windleaf. It's not like you're 
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Г i 


d 


МАТЕ 
МОМЕ 


at Мат 


£ 
E 


Catman's kingdom is a haven for felines. You 
be repaid for being helpful here. 


but this is actually a pretty good time 
to go back and take out Red Tom. 


а 





STRATEGY GUIDE 


RANDOM ENEMIES ENCOUNTERED: *KILLER MINE 


Г OBJECTIVES | 


* EXPLORE THE TOWN, TALK TO THE 
INHABITANTS, AND DO SOME SHOPPING 

• FIND CAPTAIN Winus 

* TALK TO THE Col 

* LEARN THESHAMER SPELL 


Welcome tà Karillon! This city is split 
into three paris=Oldtowne, 
Middletowne, and Hightowaé=and is 
one of the largest areas the same 
so try to be methodiéal when 
exploring it; you don't want to 
miss anything. 

You begin by talking to a couple 
of city guards at the gates who tell you 
that you should speak to their Captain. On 
this screen Youll finally catch up with the 
guy who kept fimning away from you оп 
the World Map earlier in the ca 


"S peg 


-Karillon © 


зр 


Carillon is huge, but you'll get a tour 
once you arrive. 
Go through the archway 
and into the city itself, where 
_ you'll find a guard called Ossar 
who offers to give you an 
> “armchair” tour of Karillon. 
Listen carefully as he gives you 


information about all three sections of 


the city. 
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SHADOW MADNESS 


Now it's time to look around, which is a daunting task From the fork in the road, go left and 
because there are so many places to visit We'll provide а follow the path to the very end. In 
description of each building in Oldtowne and the corner of what appear to be 
Middletowne, along with details of - the ruins of a ; 
its location, what youll find there, house, you'll find = 
and any other useful information : Guillaume and his 
you may need. Ф band of thugs. If you 

` Before checking out the main ~ talk to him he'll 
` buildings in the immediate vicinity, challenge you to a 
however, there are two nameless | battle and the winner 
locations that you should investigate. ` gets 100 pieces of 
e RN ; | gold. If you are in 
-OUT ) ` | the mood for a fight, * 
There's an easy 100 GP to be made here | take them on— 
by fighting Guillaume's thugs—and you | BLACKSMITH'S SHOP = 
can come back as often as you Wet J | You should have a few thousand GP | CLARA’ HOUSE 
Be now, so take a look at the Armor 
- ` | enchantments Abran the Smithy has 
шам House М" otter. (ete po able к 
This small house belongs toa | f Xigdietowme.) If you've been back 
part-time scientist. This paranoid | | to Red Топ and have the Battle E 
|010 fool will not tell you anything | | A it's well worth getting a Fire | m : 
| of great importance, buthe may | | eschantment for it and-money | (D NES CURIOSITIES 
| well provide a couple of smiles to | e pisos ad Ба j 2 
| help take your mind off the | | eomm карасі: A | Walk in this shop with more than 5,000 
| devitry afoot ea wares c GP and you'll be offered the chance to 
ت‎ 0 | member party with one. buy it. Don’t buy it or you won't be able 
| —— i to buy items there anymore: 


am  — 
^w IN: 


| IHE TEMPLE ; 
This is where you'll meet Jordan | В a н = №. - 
and Micah «мв, ae o, Cea LINN OF THE GALLANT STAG 
iM on their lück. Speak 22 lt | This is the large two storied building at the 
| fdëk ip the path, close to the guard who 
gave you the armchair tour, Upon entering, 
pu _ ж. à you'll be greeted by thë owner, who tells you 
| DUNG MERGĦANT > F that it costs 100 GP to sleep in the rooms. If 
| The Dung Merchant's house is M E you refuse, you'll end upggeeping inthe 
| located across the path from | Co VE. stables. Either way, resting triggers a new 
the Smithy. Inside you ll meet ‹ version of the cut scene from the very 
| the Dung Merchant himself, his beginning of the game. 
| wife Hope, and daughter Rose. 
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where you'll meet Jordan and Micah, 
who run a shelter for people down 
| “E; on their luck. Speak with both. 
Чо improve your —- ) _ Now it's time to explore the rest 
"need another 100 GP). |. EU Lr of the buildings. You should visit 
p each in turn, and talk to all the 
inhabitants to find out more about 
the city and recent events. => 


ҹы E. GUARD HOUSE 
Ste | From the Blue Door Pub, 
Biur Door Pus | | follow the path right 
-F Next door to Chef Groquer’s House, this | | Directly in front of you is 
| pub should seem familiar — it's the one you the Guard House. After one 
| visit in the cut scenes at the beginning of of the guards tries his best 
the game and while staying the night at the 
З ES] | inn of the Gallant Stag. Talk to Duffy | 
_ Е | behind the bar and order a drink, if you 
TRAYLOR’S SPEEDY MART | | have the cash to spare. Be sure to talk to 
This is the first large white building you everyone else in the bar before leaving. 
at the fork in the road. Inside you'll find a 
shop that sells mainly health-replenishing ————: Sm 
items like Berk Jerky, Greencod, and | | CHAMBERMAID 5 HOUSE 
| Barleyfiz. Stock up if you have tlie cash. If you leave Traylor’s Speedy Mart and 
: - - | F carry on up the right-hand path, the | 
j 


[e 


B 
| 


т p - Chambermaid's House is directly in front o 
CHEF CROQUER’S HOUSE | | { уон. Be sure to talk to everyone inside. 
This house is opposite and just to the right | | 7 € —— 
of the Chambermaid’s House! Talk to the, 
woman inside and accept the job she offer, 
she'll give you a Bistro Guest Pass. 


we ez z pav’ y. ae 


Karts HOUSE 
This is opposite the Guard 
House. Karl tells you that 
the Captain's house is in 
Middletowne. Go north 
into the next section of the 
city. Directly in front of you 
is a guard named Bogard, 
and the building behind 

him is the armory. 





SHADOW MADNESS 


The Platemail in 
here is worth a look; 
but only if you've 
plenty of spare 
money. Even if you 
don't want to buy, 
Pietro and Сиз 
routine makes the 
visit worthwhile. 


This is the building 
to the left of the 
Armor Masters. Inside you'll come across a mason talking 
with a jeweller, a 
carpenter, and a 
plumber. After 

"talking with them, 
leave the Guild Hall 
and continue 
toward the right. 
Follow the path until 
it bears right, where 
you'll see a flight of 
steps leading to a 
large building. 





Pietro" 
Отуздан 


d! 
Just look at our latest customers! | 


Whether you buy from their shop or not, 
watch Pietro and Gus's double-act. 


The Guild Hall's a good place to find the 

AT various craftspeople of the town. 

The State Nursing Home is where aging adventurers go to 
grow old in peace. Talk to the nurse, then to the knight. If 
you go upstairs, you'll find a senile valkyrie and an insane 
mage to talk to. Leave the Nursing Home, go up the hill, 
and the next building on your right is Martine's weapon 
shop. 


Looks like Karillon has a pretty advanced 
healthcare system... 


This shop packs what it sounds like; 
Martine does indeed sell some fine: = 


— Martine sells some groovy weapons, but 
you ll probably have them all already. 


weapons, but nothing that you haven't had the hance 


buy already. Once again; follow the winding path until you 
come to the next building, the Elysium Goods Shop. 


This shop is owned 
by a man called 
Dane, who sells lots 
of spells and other 
magical goods. If 
you still have money 
ќо spare, buy what 
you can. 
The most useful 
items are the Fyrn 
Salve, the Fyrn Tonic, 
and the Aether Dane's sb 
Drops. on magical 


'GRISHAME S HOUSE) | 
The door's locked. You'll have to come back later. 


НАП OF WISDOM, 

This huge library next door to Elysium Goods is tended by 
a group of sages who have dedicated their lives to giving 
knowledge to others. Talk with each of them and read the 
books to learn what you can. This building isn't that. ё 
important now, but you'll return here later. Your next stop 
is the Danjell Art Gallery, which is next door. ddr 


"DANJELL ARI GALLERY) or 

This art gallery is run by an old man named Danjell. Talk 
with him, and when you leave, continue round the corner 
and enter the lower door on the right. This is Captain 
Willis’ house. 


"MUNICIPAL ACCOUNTING OFFICE REEE 
About as exciting as it sounds, the Municipal Accounting 
Office is somewhere that you will soon return to. 


(CAPTAIN WILLIS HOUSE 
Talking to Captain Willis triggers the next 
stage of your adventure. He tells you that 
the Gogarin Knights have sealed the 
entrance to their keep with a magical 
barrier, and suggests that you talk to the 
High Council to find out what to do- 
about it. ASE S 


is a useful place to stock up 
items and spells. 


Leave the Captain's house and turn 
right, where you'll meet the Skyway = 
Attendant. He'll fell how the Skyway 
works and you'll get a ride to the next 
section of Karillon, Hightowne. 
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After leaving the Skyway, follow the path around 
the huge park directly in front of you. Head north 
toward the Council Buildings. When you get closer you 
see Captain Willis waiting for you; walk toward him to 
trigger a cut scene showing your meeting with the 
Mayor and the High Council. 

The High Council asks you to deliver a message to 
the Council of Magi, and instructs you to report to the 
Municipal Accountant in Middletowne to receive money 
for supplies. Before that, though, you should do a couple 
of things in Hightowne. 
| After the meeting, head toward the park and take the 
second left as you go down. The first house on this path 
is the Mayor's house. Go inside and talk with him; hell 
Î give you a Deathcheat, 2 Aether Drops, and 10 
| Steelblade Arrows. Leave the house and go to the left of 
| the screen, past the large house and into the building 
| directly in front of you. Talk to the woman inside, the 
Diva, and she'll offer to pay you 200 GP to deliver a 
Em _ letter to Karl. Return to the Skyway and take a ride down 
\ 1 to Middletowne. 
Y J | You can find the Municipal Accountant in the 
MH | building next door to Captain Willis’ House. He'll give 
you 1,000 GP when you talk to him. Now go back to 
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MADNESS 


THE DOCKING BAY 


d Councit OFFICES 


ч‏ ر 
BELL TOWER‏ 


THE Mayor’s HOME 


Karl's House іп Oldtowne (the first house on the left 
as you enter this area of the city). He'll take the letter 
from the Diva and ask you to deliver his reply. Drop it 
off at her house to earn your reward. 

Now you should return to the Hall of Wisdom in 
Middletowne and talk to the High Sage, who explains 
more about the Gogarin Knights and tells you that 
Abran the Smith is working on a way to break the 
barrier to their Keep. 

Leave the Hall of Wisdom and head back towards 
Oldtowne. On the way you'll notice that the previously 
locked door to Grishame's House is open. Go inside and 
talk to Grishame, a writer who offers to buy the rights to 
the story of your adventure. 

After talking to Grishame, head back to the 
Blacksmith's Shop in Oldtowne and talk to Abran the 
Smithy. After Windleaf heals his dog, he'll teach her the 
Shatter spell. You'll then be teleported back to the High 
Council, where you're instructed to investigate Gogarin 
Keep and are given the message to deliver to the Council 
of Magi at the Magic Academy. 

Make your way back through the city and do any 
last-minute shopping, then leave the city and head east 
on the World Map. Next stop: Gogarin Keep! 


see 
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ЗЭ OBJECTIVES] 


* DEFEAT THE KNIGHT TO ENTER 

» EXPLORE THE KEEP AND COLLECT 
ITEMS AND EQUIPMENT 

* FIND THE SKELETON KEYS 

• DEFEAT THE GRIMSMEER AND 
GET THE KEY TO THE CRESCENT 
VALLEY 


Search the sentry post.on the left to find 
Gold and 10 Knight Arrows. When you 
arrive at the Keep; Windleaf casts the 
Shatter spell ondhe barrier. Defeat the 
Gogarin Knight and pick up the Level 1 
Skeleton Key in the corner of the room. 

Go through the door in the bottom-right 


АН IIMEI N YOUR KEI 





_ SHADOW. 


at the near end O - 
access the stairwell. | 
Pick the lock on the _ 
next door and go Up - 
the stairs. Walk =m 
around the ledge and 


I hrough the door on 


he opposite side into 


Make your-way to 
the door — carefully! 
the Reading Room. 
Examine the 
bookcase on the far 
wall to open a 
secret door. Go 
through to find à 
treasure chest that 
holds 1,500 СР, а 
Knight's Helm, 
Knights Gauntlets 
and Gogarin's Armor. If you hunt around to the left of this 
chest, you'll also find a Level 4 Skeleton Key. Go back the 
way you came, to the landing, then through the door on 
the far right into the 
+- Bedroom. Неге you'll 
find the Level 3 


Bookcases always have secret passages 
behind them. It's tradition. 


- Skeleton Key. 


` Go back to the 
landing. and through 
the door in the 
bottom-left corner of 
the tower, and usè 
the Level 3 Skeleton 
Key to open the door 
in the far corner of 
the room there, which 
leads to the Throne 
Room and Grimsmeer. Defeat him and grab the key he 
drops when he dies, then return to the bottom level of the 
Keep and go 
through the door in 
the bottom-left 
corner to the Hall of 
Portraits. 
Use the Level 4 
Skeleton Key to 
open the huge 
wooden door and 
enter the Torture 
Room. Examine the 
wheel on the second 
wooden table to 


There's no time to rest in the Bedroom — 
the Grimsmeer awaits! 


MADNESS 


open a secret door 
in the Iron Maiden. 
Go through to find 
another treasure 
chest, this one 


items picked ир: 


contains 2,500 GP, 5 


Venom Daggers, 5 
Fyrn Tonics, 
‘Cologne, Caviar, 
Wine, a Deathcheat, 
and a Kni 

Head back to the 
main section of 


salf sorts оѓ 

e to get everything. 
Gogarin Keep and 
go through the 
door on the north 
wall, which leads to 
the Crescent Valley. 
Use Grimsmeers 
key to open the 
large wooden door, 
and open the 
treasure chest for 
some Lard, Beans, 
Nuts, an Apple, and 
Berk Jerky! 

Follow the rocky 
road into a new section of the World Map. From here, 
head southeast for a long way on to yet another new 
section of map and eventually to the Magic Academy, 


Success! The Kee 


you're on your way 1 


Defeating Grimsmeer is quite 
easy. He has 492 hit points and 
is 50 percent resistant to fire 
magic. However, hell be gone 
in no time if you just keep 
pushing the X button, doing 
normal attacks. 





ИШЕ OFFICIAL STRATEGY Emm : 


uS RaNDOM ENEMIES ENCOUNTERED: мом: 
OBJECTIVES . | 
• TALK TO THE SPIRIT oF JusriCE — ve the m у and return to the World Map, 
TAE ^ then. go south and into the next section of the map. 
As you approach the Academy, a Spirit of Justice Head southwest and you'll arrive at Anglerville, on 
appears to tell you that the nearby towns of the northern shore of a large lake. The town's been 


Anglerville and Jynx have been overrun by evil, and kén over by Lopers, and the people are offering a 
you cannot enter the бету until they are freed. bounty on E ропе heads. А 


h Anglervillg e 


RANDOM ШАМ, И "ТОРЕК 
' 2 


Ins / 
к 


С» EXPLORE THE TOWN AND COLLECT 
ITEMS AND EQUIPMENT 
* KILL ALL THE LOPERS 
* TALK TO CASSIE AND CLAIM THE 
BOUNTY 


D As you enter Anglerville, you'll see a 

” monster directly іп front of you and а 
door leading into a cell block to the north. 
Go through the door to find four people locked up. 
Talk to them, then leave the cell block and take on 
the monster outside—walk up to it to encounter a 
pair of Lopers. 











Follow the . . Enter the first building you come to, the local pub. 
Path to the east, i Inside you'll meet Cassie and the town constable: talk to 
exa the dead body to РА | ' | them. Cassie will offer you a bounty of 2,000 GP and 
get 50 ОР, 2 Fyrn Tonics, pe- ; #7 4 some weapons for ridding the town of monsters. 
an Aether Drop, and a- (7 à; m Back outside, deal with a 
Stank Moss. Keep going f $^ d ев DOT couple more pairs of Lopers 
east to the next screen, `` ; Es. SS before heading into the next 
and fight another pair of The fnris another chance РН building on the left, the Armor- AN 
Lopers before entering ® pec Inside you'll find some Steel - 
the Laughing Wolf Inn (the first doorway to the ; Gauntlets and a Steel Helm. Leave 
orth). Pick up the gems and open the treasure TZ the building, kill the Lopers, and 
` Chest to get 150 GP, some Ale, a Platemail Helm, enter the next house. You can only 
and some Goat's Milk. Talk to the old man until he а Е get the cat and items after you kil 
lets you stay, then rest and save your game. ] і ` — < | all the Lopers. The cat inside can 
Leave the Inn, turn right, and open another EVAN CNS Oh. аш be taken back to Catman later. 
treasure chest to get 200 GP, two Fyrn Salves, a 3 The final building of this 
Cerebral Jolt, and a Bamf Pill. Go right again and section is a strange one. First 
Куо more Lopers, then enter the next house examine the dead body on the 
along the road, Bardney's Angler-Mart; if you have enough Іей to get 20 Flame Arrows, then talk to the old guy behind 
cash, you can stock up on various items. the bars; his name is McLorre and he sells weapons. Buy a 
Leave the Angler-Mart, then go right, up the wooden Crescent Sword, and a Crescent Scythe. Equip them all. 
stairs and into the Warehouse. Open all three treasure By now you should have Killed all the monsters in the 
chests to get the Helm of Emmons, some Kii Nuts, Beer, and — town, so go back and speak to Cassie again, who'll give you 
three Barleyfiz potions, then head back outside: Go back Flynn's Bow, Flame Arrows, and the GP. Return to the 
the way you came, and, when you get back to the Inn, go World Map and go directly west into the next section, then 
is along the path, to the south. - == head southwest until you reach the village of Jynx. 


Cassie and the constable are in the local 
pub. They offer you a lucrative job. 


к ELIMINATE THELOPERS e 





NA 


RANDOM ENEMIES ENCOUNTERED: *NONE 


JYNX 
A See 


LE. OBJECTIVES | 


L] 
* EXPLORE THE TOWN AND TALK „ИР Upon entering Jynx, you'll meet 
TO THE INHABITANTS All the inhabitants of Gladdis. After the conversation 
* FIND THE MAYOR AND TALK Jynx have been affected finishes, you're free to explore. The 
TO HIM TO DISCOVER THE by the same vision, so village of Jynx is set around a small 
NATURE OF THE CURSE Switch leaden as you market square. Following is a 
et) ЗАО talk to the rest of the description of all the buildings and 
THE CAUSE OF THE CURSE villagers—use Stinger to what you can expect to find. 
* TAKE Wrann’s SKULL TO talk with the men, and | MAYOR S HOUSE | 


Windleaf to get news 7 
KARILLON TO LAY HIS SPIRIT from the women. This building is the first on the right 


ТО REST as you enter the village. Inside 
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you'll meet Wat am 
the Mayor. 
He'll tell 

the men and уй 
of the village are 
war with each othe 
but he doesn't know: 
why, and even he 
~ cannot stand the 
Sight of his wife any 

i tooks like it's - — 
y Talk to tlie Mayor to get the fowdown on 

"affecting the town. — - 


_ This is the first. 
"house on the left as 
| yeu enter the 
village. Hilly and her 
two daughters are 
not very talkative 
because, unless you 
changed it earlier, 
Stinger is your 
party's leader, and 
as the Mayor told 
you, men and 
women don't get 
a along in Jynx. Leave 
the shop and make Windleaf your leader for the moment 
by using the ==: menu. Now you can go back in and get 
more information from Hilly. She tells Windleaf that she 
had a vision of a saint floating right in front of her, and 
from the moment she touched it, she knew William was a 
grotesque two-timer and she hated him. After the 
conversation is finished, you can also stock up on some 
tems from the shop. 


This is the first house 
on the left as you 
enter the circular 
market area. Warooi 
sells weapons, but 
has little of interest 
that you don't 
already have. You can 
stock up on Great 
Dirks for Stinger and 
get some Quillshots 
for Harv-5. 


M Jynx General Store 
» Gold: 16 


Be sure to have Windleaf in command 
_ here, or you'll get the cold shoulder. 


С Warooi's hoping to hit his sales targets 
early this усаг 


а rather familiar- 


PY TOWNHALL) 
If you work your 
ay around the 


їп a clockwise 
direction, this is the 


t Dr. Heend and 


ра The mystery of Jynx is solved here in the 
‘ooking droid. А Hall of Lore. = 

Wraith will appear s: 

to fell you that he has cursed the village because Dr. : 
Heend put his head on a pile of animal bones. You must 
return the head to the graveyard in Karillon. With the - 
Wraith’s skull in your backpack, you can set off, but first 
it's worth visiting the library at the bottom of the stairs 
for some background information. 


the Town Hall, and 
you'll find an old 
woman and a young 
girl to speak with 
here. The building to 
the right of the 
Graveyard has no 
name, but it appears 
to be a bar of some 
kind. If you chat 
with Gramme the barmaid, you discover that she has no 
ale to sell. 


This is the final 
building in the town 
and is found to the 
right of the bar. 
Here you can rest 
up and save your 
game for 50 GP. 


Chariore 
Yepmlost my husband, 1 did: 
He tripped over a stone and 
broke his head open. 
Bad luck, they say. 


Did he trip, or was he pushed? The battle 
of the sexes in Jynx is a serious business. 


Never pass up à chance to save the game. 
You'll regret it! 
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E RETURN TO КАКОМ; 


Leave Jynx and return to the city of Karillon. Head into 

Oldtowne and turn left at the fork in the road. Follow 

the path until you reach the Graveyard (next to the band 

of thugs you fought earlier). Stand next to the altar and 

examine it. Stinger puts Wraith's skull back in its rightful 

place, lifting the curse from Jynx. You'll also get some 

Ranger Armor, Helm, Gauntlets and Sword, 2 

and a Reaver Scythe. Use the World Map | 

222% 2 to get back to^: 

Equip your new Weapons and armor, > Karillon, where you... 

then head back to the Magic Academy. сап lift the curse k Я 


MAGIC ACAI 


RANDOM. ENEMIES ENCOUNTERED: *NONE 
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who tell ù 
“FD AND mx 10 ET esca чувена Д 


МАСІ am ---you must be Windleaf. haan ing you and to 
* LEARN MORE ABOUT THE — "3 MESS look around as much as you... 
FORCES BEHIND RECENT EVENTS " E RS, | want The Academy i is < 


* TRAVEL TO SIMA ) . mM wc © © | arranged around a central 
LAE di 4 | $ shaft with a spiral balcony 
winding its way downward. 
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the Spirit of Justice appears 

again, congratulating you on ; Д «M 

freeing the two towns, and Eai = get fo the balcony, a р) 
allows you to enter. Once inside, The story unfolds іп the Magic Academy. through: ше first door yo 
you meet a man famed Fessen, Take a break from fighting. 


Г eia 
чё. ` 
=н teal 
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SHADOW 


where you should 
rest, watch the cut 
scene, and save 
your game. 

Exit the room, 
head left and go 
through the orange 
door to Brendan's 

т — - Chamber and talk 
Brendan's your next contact here: ВШ to him. Return to 
don't forget {0 explore thoroughly: È 3 the balcony and 
follow it down to the left. Go past the next door, which 
leads to the Hall of Gathering, then go through the next 
door and grab an Aether Wafer before continuing. : 

Keep going left, and go through the next door, and talk 


ES А А à ‘to Alva, who tells you to seek the other two Mages. Leave 
Alva and continue deeper into the Academy. The next - 


'daor leads to the Museum, and the one after that to the 
Storage Vault. The last room on this level is-unused, but 
Fessen tells you it once belonged to ‘Hokum.’ 

Continue down to the next level of the Academy. The 
first door leads to the Alchemical Workshop, and the 
second leads to the Leisure Room, where you find 250 GP 
and some Order Arrows. 

. Head down to the next level, where you'll find another 

11. two rooms. The first is the Library, which contains some 

"books on the ancient history of the world, and in the 


- send you'll find Helios, the third Mage. Talk to him to 


learn more about Damon Hokum, then leave the room 
and descend once more. 

Again, the next floor has two rooms. The first is 
another Store ^; = 
Room, where you 
find Ullk Oil. The 
second room 


ка BERE 
і We are gathered! X 
The decision has been made. 
It is our way. 


belongs to the | E 
| fourth Mage : : 


Kecelia. Aftera o 
short conversation 
with her, it's time to 
head down to the 
Etherweil and meet 


ali four. Magi The Magi decide to take а hand. Your 


` together Leave "party will be split at this point. 


` Kecelia's room and ` 
"go left The first door on the next screen is another Store 


Room holding 50 GP and three Aether Drops. The second 
door is locked. Follow the path downward until you reach 
the Etherwell and the Magi | 


A cut scene reveals more about what's happening in 


the world and what must be done to stop.it: At this point, 
B party will split up. While Stinger and Harv-5 must 


48 MAGILIGHT THEWAY ы 


> „аге the guest 1 
= quarters, 


MADNESS 


seek the Natragor Codex in Gamathel's Tower; Windleaf 


must remain at the Academy and become a Mage 


When the cut scene finishes you find yourself back in 
the Guest Room with Stinger and Harv-5. After Fessen 
tells you that Windleaf is staying, rest and save your 
Бате. Leave the Guest Room and attempt to leave the 
Magic Academy the way you came in. You will meet 
Fessen, who tells you to take an alternative route. 
Backtrack all the way down to the last, bide door before 
the Etherwell. This time, it is unlocked. It leads to a 
Chunnel that takes you directly to Siltheria: Here, Stinger 
and Harv-5 learn the Fire Twitch Attack press X and ө 
quickly just before hitting your target. 

When you exit the Chunnel, you arrive оп а new 
section of the World Map. Go north to Old Gubrath. 





= EXPLORE THE TOWN AND 
COLLEGE SOME ITEMS 


This location gives you the 

opportunity to rest and save your 

game, talk to various inhabitants, collect 
some stuff, and buy items from the shop. 
Here's а rief description of what's 
available as you work your way around the 
town in a: ere direction. 


inside this first building to the north, you 

find a Candle, an Aether Drop, and a 
Deathcheat. When you leave the Assembly of 
Keerg, head back to the center of the town and 


[7 i 
E | 
fà ~ 


Qu 
| AI. ING 


grab the yellow pick- 
up to get a Basket, 
Needle, and Thread. 


j 


LOLD GUBRATH_BEACON) 
This lighthouse stands a little to the north ` 
and east ofthe Assembly. On the lower 
floor are 150 GP and a Fyrn Tonic; 
Y upstairs you can find a total of 1,750 GP, 
an Aether Potion, a Gubrathan Bow, and 
some Steelblade Arrows. You also find the 
body of the lighthouse keeper. Check the chest 
at the bottom of the room and to the west of the. 
keeper's body to find all thé items. 
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SHADOW MADNESS 


pem tis ESO but with a white door - Неге уои meet another рес Жо has 
are some Nuts, Bolts, and Nails in a m | yet to be affected by the evil pall 

barrel, and some Soap behind another SF hanging over the town. Chauncey has а 
of Gubrath’s unfortunate inhabitants. - am р number of items for sale. — 


“On the lower is of this building you 

meet another madman, and at the back | < — <*> On эша way out of town, go in here to 
of this room is a hidden Deathcheat E find a Wrench, some Spikes and a 
pick-up. You can use the ladder to ? p^ AES Hammer, as well as another poor man 
dimb to the hayloft, but there's nothing А @ —— who's been driven insane. 

of any interest there. There's no need to bother with the ladder ^n үне 
‚ : — to the hayloft, really. Woops] 
=“ Back on n the World Map, head northwest 
This building contains 25 GP, s some candy, until you find a dearing with a curious statue at the 
апд a guy called Aviloo who offers you a room center. Read the note attached to the statue. = 
Sor the Зан Rest "m and save your оз һеге. 


EC to the m to pe an Armortrout and a ig reencod 
from the end. 


GUBRATH Wi OODS 


RANDOM ENEMIES ENCOUNTERED: *JACKHAMMER *GHOULBIRD *RUTABEGA X ( *«CHAOSLING ALPHA 
E *CHAOSLING BETA *CHAOSUNG OMEGA ae 


* GET CAPTURED BY THE TRIBESMEN = 
- MEET AND TEAM UP WiTH XERO Von Moon _ 
* DEFEAT THE SHAMEN AND ESCAPE. THE VILLAGE MB 


to navigate your- 1 = х : ^R کا‎ 
way through this я TM ~ Although the situation looks bad, you'll 
maze of woods toa аа i. P 4 à ually gain another party member. 
point where Stinger € and \ 68 SEEN 

oclaims that | P 


same tribe. Before you can Җ 
consider a plan of action, Чы ХІ 
which Xero introduces himself 
and suggests that the party 
=. escapes from the village while 
it can. = 
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—— ÉÁ Tom Жета? 


RIMA'S OF 


from the statue, take the path that leads You're on the right path. Head north and Pick up the two Vigor Pills then take the = 4 
northeast. All other routes lead to ruin. then cut through the trees to the right. - top-left path from this clearing. ES 


CE HMM г 


Turn left here, up to the northwest. 


е le 


Go left across this screen. Again, up Pick up Gold and Venom Daggers here: 
—teward the northwest. Then turn right and head north: 


HL sqood HIvugayD 


Leave the Shaman's room via the — 
ladder to the left, then fight your way. 
south out of the village, exploring the ~~ 
ju grabbing items as you go. e 

Once you are safely out ofthe > fast you: 
amp, follow the sign to the right that - press onto - 
points toward Gamathel's Tower. Gamathel’s — 
Back at the Magic Academy, Tower. ” 
Windleaf has made an interesting: Shae 
discovery, which you'll learn about 


ale 


Ji 
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SHADOW MADNESS. 


"Солех hidden 
itle Tower, Э 


° ` RANDOM ENEMIES ENCOUNIERED; *RuTABEGA X *PORTERKART *FLEDERMAUS ‘MUMMIFIED WARRIOR 


* FIND THE NATRAGOR CODEX 
• LEAVE $ПТНЕКЇЙ | | 
; ` Follow the path leading into the tower 
© itself, and when your party has finished 
“talking, you'll cut to a scene in the Magic 

Academy, in which Windleaf learns all about the 

evil power known as ће Darg: When that's 

over, enter the. room to the west of the foyer 

and examine the dead body. Grab the items and SO SSSI 2 
quip Xero with the Mage Helm before returning to the foyer. ы ooo wipes Тий... ыу 


} 





From. here, go north into the main section of the done, return to the 
tower, Walk across the room full of bones, and climb Grand Dining Room 
the stairs in the next room, grabbing the Order and go through the Я 
Daggers às you pass. You emerge in the Grand Dining bottom-right door, into itSabooki | 
Room, where you can pick up a couple more items. the Alchemical M aere | Read a chapter? 7 
Go through the door in the top right-hand corner Chamber. Grab the An x Р 
into the Master's Mage Gauntlets and go FX | No | 
Bedroom, and -through the west ' 
watch the cut doorway into the vaults, 
scene. The ~ where there are 5,500 
treasure chest GP, a Defender Scythe, 
contains 225 СР, _ Gamathel's Sword, and Theres all sorts of useful 
a Daro Root, ~~ some Mage Armor. information in these books. 
and a Cerebral Return to the Grand Dining Room and through 
Jolt. Look beside the door in the top left-hand corner of the room to 
the chest to find the Guest Chambers. There are books to read here: 
the Natragor Go back to the Dining Reom and through the final 
The object of your search — the powerful Codex. door to the cellar to have a look around. Now 
Natragor Codex. With this return with your prize to the Academy. 


A AC GIC ACADEMY 
М; ео: (975 V BJ 017! 


OBJECTIVES | RANDOM ENEMIES ENCOUNTERED: *NONE 


and the dark stranger from 
"231-3. Gamathel’s Tower named 
== PARTY E y Mannheim. They are aware of the 
"ТИЕ PARTY SPLITS INTO TWO 2-3 Magi's plan and decide to set up a 
E M A, welcome party for you. 
From the Chunnel, you are «2 You must decide which quest 
transported automatically to | | | | you'll undertake first. The order you. 
the Academy, where the Magi Г choose doesn't make much Í 
await you. Here, Stinger › C34 difference, but we played Haro 
introduces Xero to Helios ; as and Xero’s 
and Kecelia while Harv-5 ES — — | quest first, so 
X hands over the Natragor Windleaf returns, ..9 It shall be done, О Wise One. | the next 
"Codex. Then Windleaf, trained in the art of x zn = : j chapter 
having completed her new spells: 2 P E г И reflects this. If 
training, enters the room. M i ` you'd rather; 
When all are present, Helios explains the two play the 
tasks that need to be completed in the next other quest - 
“section of the game. First, you must find an item ) < z ee 2 first, flip to 
called “The Orb of Heavens,” which lies in the 1 page 67. 
depth of the Ziggurat. You must have the Orb to Either way, 
cast the spell of Banishment. Secondly, you must you must 
go to the subworld of Wyldern and explore it. share yor | 
Because your party now has four members, you inventory 
will split up into pairs to perform these tasks. between the two parties before starting. You 
Harv-5 and Xero decide to make for Bene-Brokul should divide equally all the Gold and basic items 
"and seek out the Windtravellers, who will take you've collected, like Stank Moss, Fyrn Tonic, and 
them to the Ziggurat. Helios suggests that Eyre so on. Then give the other items to the party with . 
visit Karillon, where they can summon the Elder the appropriate character; so that Windleaf Нав ©... 
Makers. But before you begin your quests, a cut arrows, Stinger has daggers and Harv-5 has. his 
scene shows а ! discussion between Damon Hokum · special attack items. 77 СИ 


с» WINDLEAF REJOINS THE 


• JMOL SCIHHL.LVIWNV 


AWHCVOV 29) (22:4) 





AHL 


Damon Hokum and Mannheim know 
you're coming. This doesn't look good. 





SHADOW MADNESS | 


a o IBJECTIVES | 
od DEFEAT THE HIGHWAYMEN 
* RID THE TOWN OF BENE-BROKUL OF ALL 
CREATURES 
* GO TO THE CAVE, 
SEEK HELP FROM THE 
WINDTRAVELERS E 


pe Leave the Magic — 
Academy and go north 

to the village of Bene- 
Brokul. To reach the 
village itself, you must 
navigate a snow. = 
covered pass. Take the 
path to the leit and © 

Por examine the dead 


54 HARV 5 & XE 


Ma - your way through The! snow- 
covered pass to reach Bene- Brokul 


Puis it yields some useful items. 
Continue along the pass V 
and cross the small 
wooden bridge. You can't fall off it, 
so don't worry. 
Once over the bridge, you 
enter a complex of ice 
caverns. Take the left path E^ 
and collect the Elemental E Mp. 
Charm. This unlocks 


P the Ice Twitch Attack (press X: 
f 


Y 


and в in rapid succession). Keep 
ollowing this tunnel round until you е ime- 
out at a T-junction. Then head south to exit 
the caverns and get back nto the mountain 
pass. Head north. Before long, you encounter a 
band of highwaymen who demand a toll for you to 
pass. Kick their butts instead. With Toe Eug: out 





of the Way, Harv-5 and Xero must make a run for 
the village before an avalanche engulfs the pass. 

As you enter the village, three Zombies surround 
you. Cut them down to size, then go fo the house at 
the top-right of the screen and knock on the door. 
This is the home of Ragark and Moira. Ragark 
won't let you in because he thinks you're Zombies, 
but his wife persuades him that you're not, and they 
finally allow you to enter. They will offer you 
anything you need from their hovel. You'll find 
some items of interest here. ——— 

You can also rest and save 
your game. 20А 

In ће morning, you must 
make your way around the 
village (or what's left of it) and 
KilFall the Zombies that have 
taken over. But first, go down 
to the main square of the 


ЕЛ The undead! 
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Razordarts, Platemail ——. — 
Armor, Platemail Gauntlets, 
Platemail Helm, 25 
Armortrout, Qyg's Snuff 
andan Aether Drop. 

Now return to thé main 
square and take the exitto [om 
the west. Kill the two sets of | 
Zombies there and then do 
the same in the southern ъъ 

————4 secion ofthe > 
village, 
where three ; 
more groups lurk. From here, go to 


You must clear them all out. 


7 the right where a Ghoul Warrior and A 
his cronies are waiting patiently for — ' 


you to kill them. Having destroyed —— 
these, Xero believes the job is done, - 
but Harv-5 suggests you should - 


Bene Brokol is infested with Zompies. 


village and exit to the right, 
toward the Bene-Brokul Burial 
Ground. Here is what you'll 


check out the Graveyard once more. 
Sure enough, upon re-entering this 
area, the SpiritStalker attacks! 


Foul, putrid creatures! 


There's no love lost between Xero and the 


find: Gold, Gems, Beans, plague of Zombies. 
DEFEATING THE SPIRITS TALKER 

The SpiritStalker is large, and fairly 

powerful, and has a 50% 
| immunity to Xero's 

Psionic 


attacks, making it a 
tough monster to 
beat. To defeat it 
you'll have to use 
Harv-5's Ice Twitch 


Attack and use 


Д 
р 
Xero's Psi Armor | 


spell on Harv-5. Even 
though the SpiritStalker 
is resistant to Xero's 
magic, it's worth 
casting Psidagger at 
it, as you'll still do it 
some damage. The 
SpiritStalker has 
three spells of its 
own: Death's Fog Lo 
which will do 90 points of 
damage to each of your 
E heroes, Weakmist which will 
B severely weaken one of your characters, 
and Leechsoul which will suck 75 HP from 
one of your characters and give it straight to 
the SpiritStalker. 


With this demon destroyed, the 
villagers come out to greet you. 
They are grateful for your action 
and agree to summon the Е 
Windtravelers as а reward. Moira 
tells you to go to the cave in the 
town's southern section to find 
them. But before you do, wander 
around the village. There some 
goodies to be found, such as the 
Accuracy Amulet hidden in a pile 2 
of logs in the Farmer's Hat, and > 
Clancy's, a fairly decent shop. — 

Now go to the cave and climb 
down to the lower section of the 
cliffs, where you'll finally meet the 

Windtravelers. Watch an 
i excellent cut scene of your, 
~ flight to the Uhndrashi CS 
Plateaus in the amazing flying — 
machine. 


We must leave soon to take | 
advantage of the thermals... $ 


The Windtravelers agree to fly you to the g 
Uhndrashi Plateaus. 
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The Uhndegsbiplateaus form a giant, 
tricky maze. * 94 
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e FIND YOUR WAY TO SILTHERIA 


7707: - 
| Temal К 
ajj Halt, outsider! | 


You must navigate through the maze of 
the Uhndrashi Plateaus in search of 
Siltheria. From the landing site, go west 
and pick up some Gold and a Desert 
Pear. Retrace your steps and go farther 
east to collect a pair of Desert Gauntlets. 
Equip them and take the path that leads 
toward the southwest. On the next 

screen you can find Wyld Root, 

"Gold, Gems, and Desert Armor in 
a giant bird's nest at a dead end 
on the left-hand path. The right-hand 
path leads deeper into the maze. 
Where the right path charigesito grass; 
г there is a junction with a trail to the north 
`. that yields Gold and Jewelry, but is 

ately a dead end. The east path is 


You ve.fóund the Nomads at last. They, 
dont relish the mecting, though. 


«^ the way forward. 


On the next screen, 
Xero explains that 


the city you 


LI 
Th 


JRASHI PLA 


Тер У 
b 
< 


[ КАТ, ^ % N 
N * 


mS 
2 


screen, staying on this path all the way 
until you take the right-hand branch at 
the top. On the next screen, head south. 
This leads you out of the Uhndrashi 
Plateaus, back to the main map screen. 
You must now find a group of 
Nomads who move around this section 
of the world. Head northeast and 
notice the oases located throughout 
the desert. А 
Walk over to опе and you'll either 
be told that thie. Nomads have moved 
on, or you'll find their camp. 
You just have to look around 
this section and the one fo 
the right, then check 


each oasis until you 
>. find them. 
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ӨМТ NEAUES-ENCOUNTERED: *NONE 


* FIND THE NOMAD CAMP 

* Go To THE OLD MAN'S TENT AND GET THE 
TEMPLE CRYSTALS 

* Go TO THE ZIGGURAT 


After considerable questioning by the guards, 
you're finally allowed to meet the Poobah, the 
leader of the tribe. Xero can speak the sacred 
tongue fluently and convinces the Poobah that 
he is a Warrior Mage of the Uhndrashi. The 
Poobah then tells Xero that he should speak 
to a curious Old 
Man in the camp 
who knows how 
to access the 
Ziggurat, the 
resting place of 
the sacred Orb з: 
you seek Leave - 
iPoobah's | 


cgo into 'the white 
B EET 
southwest. This 
belongs to the 
Old Man. He => 


nightfall to visit the Ziggurat 


informs you that you must endure many tests in 
your quest for the Orb, and he gives you two 
Temple Crystals that will let you enter the 


Ziggurat He also advises you to get some rest. С 
and wait until nightfall before attempting о, 
leave the ``. 

camp 


= RI 
I Let us move quickly... 
The darkness will aid | 
us in entering the Ziggurat. | 
= j 


-Fake the Old Man's advice and wait for 


Xero knows how to harness 
the power of the moon to 
unlock the temple entrance. 


Now visit 
the other tents 


in the camp. а 3 


one you: eR 
have the 
chance to 
stock up on 
weapons and 
items, in. i 
another you: - 
can rest and - 
save the game. 
Do so. Now, 


with the moon high ir in the sky, as. you ve 
followed the Old Man's advice, leave: 
nomad camp and find the foreboding 
temple. Xero now uses: one Crystal to o 
the entrance to the moo side. 
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SHADOW MADNESS 
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R INDOM. ENEMIES ENCOUNTERED: *SANDLIZARD ©SANDSKELETON *ETERNAL Gu IRD VORM *FLAMEGUARD ‘TOMEWORM 
“Мод убил ARD „Кнутүмм WARRIOR *UNDERTHING *RASGAR *KHYTYNNI I р Gr IND KHYTYNNI ‘VAULT GUARDIAN 


САМІ ТТТ SUN SI 
MOON SIDE SUN SIDE 
OBJECTIVES] ‘OBJECTIVES | 


+ GET THE Moon Key From THE MOON GODDESS • GET THE SUN KEY FROM THE SUN FATHER 
1 Edd „ DEFEAT TWO KHYTYNNI GUARDS 
m; [ss Б Ж —! ang? ght, eae left • Pass INTO THE HALL OF SPHERES 
RSE Ale | ; 

J’ bel Spirihua presence detected! | and you'll reach a The structure and layout of this side of the temple is a mirror 
ЕЕ Е га room with a large of the Moon side, so make your way through and meet the 
ER 8 Pe FF Î pool in the center. Sun Father. He gives you 
E ' P “ М There are three the second key to open 

— doors leading away һе sacred section of the 


te 





К 


Aa — ы ш Jİ to the left and one temple. Go back to the 
3 | Eo c доог directly room with the three 
е == Ea ahead. Go through ^ doors. Using the two 

- the door directly keys, you can now unlock 

Harv-5 can sense the Moon Goddess is ahead and follow the middle door. Go 
somewhere nearby. the path to the left — through and down the 
to reach the Moon iss She gives you the first key stone stairs into the tomb 
you need to enter the center of the temple. You should itself. Kill the Khyttynni E 
now head back to find the Nomads again and rest till and go north into the Ihe Sun Father is the: yang t {о the Me 
asd Then return to the Ziggurat in the ene. Hall of Spheres. Goddess's yin. DUE 
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pat 

south (you can't avoid the traps), 
—furn east again, and then north. The 
-path winds west and- you come to a 

four-colored switch that Xero 

believes to be broken. To the north 

is another. In the alcove to the left 

is a secret entrance to the Web. 


Here you meet Clemett the Gadgeteer, who is trapped xus 


in a huge spider's web. Xero frees him with a quick 

magic spell and a battle witha group of Rasgars 

ensues. After the battle, Clemett joins your party. 
Leave the Web and examine the broken 


` multicolored switch on the floor outside. Clemett tells 


` the party he can repair these devices and opens a 

- previously dosed section of the tomb. Go into the 
passageway beyond, turn west, and follow the 
corridor until you reach a small room with snow on 
either side. This is what you find: Gems, Trooper 
Arrows, Uhidrashi Armor, 1,500 GP and 3 Fyrn Salves. 
Exit this chamber to the east and enter another 
section of the tomb. Go north as far as you can, then - 
- go through the last door on the west wall E 

and into the Crypt. A friendly spirit 2 
appears and обес You the dum 

to rest and save the game. — 


Clemett the point тап. of your 3 
party. He can ix Hê broken 
Switches to open new sections 


Xero 
Genttemen... 
we should be moving. 


There's far too muchy te do in the F 
of Spheres to be HBG around. 


_ then west, and 


Clemett is trapped i its huge spider's web. 
He'll be a valuable рану member. 


jClemett 
A Ме re here for the Orb. d 


offers you a meal 


~ that fully restores 


the partys: hit and 
magic points. Now 


-leave the dining 


room, go south, . 
“Clemett: means business. No one. 


ы had better get in his мау! 
enter à room with 8 А n 


some more Khytynni warriors. Having - 
isposed of them, you'll find a Сиһгайай 


and follow the passage east. 
This leads fo the Grand One's 
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RANDOM ENEMIES ENCOUNTERED: *NONE 


OBJECTIVES E 
¥ Finn THE HALL oF CHOICES 
cU FLIP THE SWITCHES TO ALLOW 
` ACCESS TO THE ORB VAUD _ 


Once inside the Vault, follow the 
path north; picking up the Gold, 
UhndrashtHelm, and Aether > — 
Wafer. Suddenly, the floor falls = 
away beneath-you, sending you 
=. crashing down into the : 
` ` basement below. Take either set 
— of steps back up to the main 
section of the Vault and go 

` пое again to the huge stone 
сігае Once again, the floor- 
beneath you falls away and this 


pq 
mm. Ф 


- OBJECTIVES.) 
DILI THE Ёлшт GUARDIAN 
+ DEFEAT THE GRAND KHYTYNNI 
* ESCAPE BEFORE THE ZIGGURAT 
COLLAPSES ьн 


-= New you receive the Orb and must 


` retrace your steps to leave the Vault. 


` ° However. when you meet the Khytynni 
"again, they try to double-cross you, so 

you must fight them to escape. Once you 

have won the battle, the entire building 

begins to shake and huge blocks start 

falling from the ceiling. You have six minutes 

to escape the collapsing Ziggurat, and a 


You get the feeling that the Vault Guardian's 
heart just isn't in this fight. Not only is it 
pretty easy to win, she'll heal you at the 

end, too. Just use your characters’ standard 
attacks, and you'll easily survive this one. 


EATING THE VAULT GUARDIAN J 


Activate the switches in sequence and you'll h 
problems reaching the Sacred Chamber. 


BER ces 
РЕА VAY 


M ^^ 


<Р 


бте you narrowly miss a set of 
huge steel spikes below. Go up 
the stairs and into the Hall of 
Choices. Activate the fever in 
front of you twice so that the 
bridge leads to the rightmost of 
the three doors. Through here 
you'll find another lever. Activate 
it and exit through the door on 
the right. Now follow the 
passage around and go through 
the doorway on the opposite - 
side to this chamber. Through > 
here you'll find another switch. 3 
Activate it Now go back to the — 
passage and up the path that 


ave no leads to the north, to reach the 


Sacred Chamber. 
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RANDOM ENEMIES ENCOUNTERED: «МОМЕ 


Xeso 

It didn't have to be this way. 
= You could have been free... 

With honor... 


= ~ 


w. 29 


7 
horde of Khyttynni. Head out of the 
Grand One's domicile and take the 
AN first passage north. Keep going north, 
then head east at the Quad. Turn up to the 
north, and take the first left into the Hall of 
Spheres. Head north, go westat the end, and 
take the doorway to the south. Back in this 
first chamber, take the stairs to the right 
and head south through the Moon Side of 
the Ziggurat. You'll make it in plenty of time 
if you flee from every battle. 
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RAND DOM Е NEA MJES ENCOUNTERED: *NONE IE 
3 This is the path 


on should 


‘OBJECTIVES ] -— NU ODIT 
° TRAVEL TO nu UHNDRASHI PLATEAUS gener to 


.Artelier. 
Leave the Ziggurat, go east through the 
mountains and back onto the Uhndrashi 
Plateaus. Head for the point where you left 
the Windtravellers. When you arrive, your 
friend is nowhere to be seen and the party 
decides to make its own way. Go back across 
the Uhndrashi Plateaus: Just before you exit 
fo the world map, take the last path west. 
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RANDOM ENEMIES ENCOUNTERED: *SAND LIZARD *KILLER KAKTUS. *WHIPMASTER *sMACEHST 


OBJECTIVES | DE FEAT ING THE EARTHSTALKER | 
* FIND THE DOOR TO ARTELIER This colossal guardian of the 
З DEFEAT THE GUARDIAN FOR PASSAGE doorway to Artelier should be a 


SRON, : е relatively straightforward 
This winding path will lead you to Artelier's 
door and a battle with an EarthStalker. challenge Jor уси uy eh 
Have Нагу-5 use ordinary 


Defeat your foe and then pass through the Twitch Attacks, as the EarthStalker 


door to gain access to Artelier. : 
Б has a ward against damage from 


Fire and Ice attacks. 

: Xero's spells work just fine 

DX against it. Сетей will have to be clever to 
counter its wards. 


ARTELIER'S D 


Оле FarthStalker is'dead/ you ll be 
Sable to open Artelier's door, 


OUNDING THEEARLH STALK 





» J с ES E keep in their 
2 Grr some в BACKGROUND 1 INFO | ШИ ТЕЛИП ne cte ача i 


Si — read up on the 
Ghee inside, climb the E A to the amm "— Gadget Now go back down to the 
second level of this area and talk to the 4 TILES 

А Hebe 3 lower level and exit through the door to 
Loreman and the Loremaid: They tell Laat 
- at ae the left. You end up back on the main 
you the Vile Mannheim attacked and [MN map 
killed everyone there except them. i i ~ | 4 Do a quick save before heading 
Apparently, Mannheim was looking АЛ. ү m" th to Dobiet 
for a sacred tome which they no longer Р » 


RANDOM ENEMIES ENCOUNTERED: * THUGS 


Vis. but you бо getthe and talk to him, then head back to the town center, and . 
chance to earn 2,000 beat the Thug - 
Ent m "T D GP to dean up ће = fVeivet Tongue — Leader. Return to the 
" See you outside, genius. | 4%. ._ | town. Clear the bar, Come and gett | Mayor's house, and 
E pun “then head east to the mM | = you're offered the 
E^ jail and do the same M лими b. bounty. money. 
there. Go southeast e і f = you 


Antonia's shop next 
доог to ће Inn is а 
55 ` bonus reward. Save, 
` There's a 2,000 GP price on the Thug and head southeast 
Leader's head. A tempting prize. 


ET APERUIT ERU 
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morning, go to the n) 


Gubrath Pokey to 
RELEASE Семей FRIENDS FROM ЈАП. шеш 


* VISIT THE TOWNSFOLK ОЬ ERS square. Release the 
* FIND STANLEY'S. AND MURPHY'S MISSION ictu OE | villagers locked up 
CoNrROL Room -— WE. there. Now head .- 

* DEFEAT STANLEY AND MURPHY Co vue MEE for the Gubrathan . 

* НМ THE BOGWAY ENTRANCE Чете Ы ш 

CES 24 РЕР Home sweet home. | which is along 

From the point where you enter the village Е =) =~ ' | the path that 

go north and then into the town Inn (the EEEE SONNEN leads northwest 

large white building directly ahead of you as hee aged аа Бч оа waiting for from the main 

you enter the town square). The woman gina v opes square. You = 
behind the bar discover that the gate is locked (by Stan a is 
tells you that Murphy) and opening it is your next task. To 
two Gadgeteers, do so, you must first po to Clemett's house 
Stanley and on the far eastern side of town. Сетей tells 
Murphy, have the party that to open it, heil need a ; 
gone mad and Regulator, a Оцаі-Вигпег, and à Projector. UE 
kidnapped some You can get а Regulator from Mrs. Hamme, 
people. Listen to who is upstairs in the. Gubrath Mercantile, the. 
what she has to ; 
say, then rest the from Levy, whose house is 3 

: party and save the Inn. The: Dual-Burner is in th 
Murphy used to be йөре its УӨйгдате. 
friends, ‘but now they've gone Bad: 





` SHADOW МА 


> house with all H When the party 
ДЕР” three items and — carvers] has disposed of 
let him gain entrance. - РЗ Stanley and 
Once inside, go left on i ШЧ c La Murphy, Clemett 
the escalator and then: EDT eam ee activates the switch 
use the Warp Pad to PER ЧАБ. DESI IS A to open the 
reach a room where you TT El. ERES EA entrance to the 


= M  . 4] find a сине leading up Gore eee | Bogway: Go back 
T Pv to Mission Control; here 2:7 S E NE there. The Bog 
бы “== you'll meet Stanley and TOU NS... = wc pathway is a large 
— Murphy who are not os —— maze that leads to 
Youll need to search the town for the acting normal at all! Stanley and Murphy stand between you the Siltheria Plains. 
objeds d стен needs to open thé door- and the Bogway. Defeat them! To open the gates 
on the other side, you must 
find and activate three 
Despite their ik approach and valves. These must be done 
boastful nature, this pair of - یا‎ in order, since each valve 
clowns is dead easy to take out Е эй EEUU. «raises a section of the 
with the usual combo of Harv- A d оа walkway that makes 
5's Ice Twitch Attack, and Xero g the next valve in the 
and Clemett's long-range g - E one o 
attacks. Stanley and Murphy Hs Sou 
are resistant to 50 percent of all - ie: = reach Беа door 
magical attacks, so use Xero's 
standard long-range attack 
rather than casting spells. 


; N on the other side. 


, А 7 
A 7: 
A ZSA \ 1 
8 un ч 
wa у 
"ame ar A d 


степе | 
n i Blast! The gate is | 
a closed. die c | 


You must hit the valves in sequence to get 
through the whole maze. 


Navigate the mazes in 
the order 1, 5, 4, 2, 1 to 
reach the first valve. Now 
work backward, hitting 
the valves as you go. Get 
the Explorer Armor and 
Helm from Mazes 3 & 4. 


AG BOGCED DOWNINBOGWAY ое 





Once you have safely made 
it through the Bog, head south, 
through the Gubrath Woods, 
back to the Chunnel, and from 
there into the Magic Academy. 
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EXPLORER ARMOR 
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Well done! 
Harv-5, 

Clemett, and 
Xero have 
achieved their 
tasks for now. 
They must now 
wait for Stinger 
and Windleaf to 
accomplish their. 
own particular. 





ADOW 
с ws 


This section 
of the guide 
deals with 
Stinger and 
Windleaf's 
quest. 


LL... OBJECTIVES, 


* STINGER AND WINDLEAF TAKE 
THE LETTER TO THE COUNCIL 

® Visit THE BELL TOWER AND 

` DEFEAT THE DETHKNOLLER 

* RING THE BELLS AND SUMMON 
EYRE 


Leave the Magic Academy and head 
back to Karillon. Go into 
Hightowne and give the council 
— members the letter from the Magi. 
~~ The letter telis the people of 
Karillon to ring the city bells, but when they try, they 
discover that the: mer is not working Stinger and 
Windleaf are sent 
to the Bell Tower 
(to the east of the 
council building) to 
~ investigate the 
problem. Here they 
find the 
Dethknoller. After 
defeating this 
monster, report 
p back to the Council. 
` Nothing's gonna hold back these two for ҮӨШ аге told that 
овет you must find a 


The Dethknoller has 
taken over the Bell 

Tower. Defeat him to 
advance your quest. 


Yeah, "that's it! | 


‘anit! dias 


\ СЕК & WINDLEAFS QUEST — 


AD 


tome called the Clockwork Codex, which is 
kept in the Hall of Wisdom. You are also told 
that you should talk to Liam, who lives in the 
city, because he can help. Before leaving, 
read a few books on Wyldern; you'll be 
going there soon. Go to the Hall of Wisdom, 
grab the tome, and then go get Liam. 

With book in hand, go back to the Bell 
Tower and fix those bells. Attend to any 
unfinished business in the city, like visiting 

your shop, before 
going to the Docking 
Bridge, found to the 
west of the Council, 
and watching the 
Floating Gadgeteer 
City dock. 


Make sure уте уе) ied up 


all loose ends before going 


to the Docking Bridge. 
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68 ARRIVAL OF THE FI 





ами O атаа 
* GO TO THE LAUNCH SITE OF THE SUBMARINE 
* ARRIVE IN LOCH DOMAIN, UNDERGO TRAINING 


Once the Floating City 
has docked, Stinger and 
i- Windleaf are allowed to 
enter. They are then 
taken to the Elder 
Makers: the secretive 
High Lords of the 
Gadgeteers. Stinger and 
Windleaf are told that 


The Gadgeteers' Floating City is a pretty 
impressive place! © 


226 = Hello there. > 
We аге the Eider Makers, A Р 
leaders of Eyre. | сү | 


Шыны > 


З 
` 


Einn is one of the High Lords 

of the Gadgeteers. He'll tell 

you that you'll need to pilot 

the Submarine. 

the only way to get to 
Wyldern is through an 
underwater passageway. To 
access this, they'll need to 
use an invention of the 
Gadgeteers—the Submarine. 
However, they'll need 
training to operate it. 





RANDOM ENEMIES ENCOUNTERED: *NONE 


ا 
Greetings.‏ & 
What floor, please?‏ 
Instsument Tower‏ * 
Bridge‏ 
Habitat‏ 
Work Area‏ 
Recreation‏ 


Use the elevator to explore the huge 
floating city. à 


Tell the Elders you are ready to 
leave Karillon and then have a look 
around the city. 

Take the elevator to the 
Recreation Level to stock up on 
supplies, rest, and save the game. 
Go to the Equipment Deck on this 
level to get some training in how to 
use the Submarine. 


Now you can enter the 0 


underwater passageways of the 
Great Vortex. 
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SHADOW MADNESS 


EYRE 


RANDOM ENEMIES ENCOUNTERED: 
«CREATURES OF THE DEEP 


* NAVIGATE THE UNDERWATER MAZE AND 
TRAVEL TO WYLDERN 


While you're on Eyre you might want to do some area, it probably makes sense to go over to Eyre Bed & 

shopping. For healing items and the like, visit Harry's Breakfast on the other side of the Recreation level and 

Curio Shop on the recreation deck—it's the last doorway save your game. 

on the right from the entrance. When you're finished shopping, go back and see the 
The next doorway north is Wilhelm's Armorshop which — Elders on the Habitat level, there'll be а cut scene of Eyre 

has some fabulous, but very expensive, armor for sale. leaving Karillon, and then the Elders will tell you to report 

Head north to Stuarts Fine Weapons, where you may be to the Hall of Vehicles when you're ready to launch. 

tempted by his disarming sales technique. The last shop Go back to the Recreation level and the first door to 

on this side is the Gadgeteria, which has some expensive west. Do your training and launch the Submarine. Time for 

and incredible magical items for sale. While you're in the Disc 2 of the game! 


Visit Harry's Curio Shop to stock up on Wilhelm's Armorshop sells extremely fine There are plenty of death-dealing implements 
healing items. armor- but at a price. to be had at Stuart's Fine Weapons. 


- Tm lan. 


The Gadgeteria is Wilhelm's Armorshop for Again, don't pass up the chance to save the The Elders direct you to the Hall of Vehicles te 
magic—well-stocked, but highly expensive. game. Make for the Bed and Breakfast. receive your submarine training. 


70 SHOPPING ON EYRE 
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SUB MADNESS 


EWORKS BARREL SuB CON Io operate the sub, use the D-pad for direction. The x 
button is the throttle, the 4 button is reverse. You can fire your weapons with either the m or the © button, and 
cycle through your available weapons with CA and f. You have two weapons—an automatic machine-gun and 


a forward-firing rocket. 
DOMHAIN TRENCH WALKTHROUGH 


i 


1. In the first chamber, kill the creature 
and head downwards. 


4. Go through the door, kill the monster, 
collect the power. Kill another monster. 


7. Left at the end, kill the monster, round 
the corner, kill another. 


10. Take the last exit—here, on the left. 
Switch to rockets. Kill the tough monster. 


5. Through the next door, kill the monster, 
collect the health. 


8. Head on downward. Left at the end. 


11. Go through the doorway to the left. 


3. Go through the hole in the wall, kill 


the monster, collect the weapon power. ee 


6. Go down and right through the 
corridor here. 


12. Head to the exit. And you're 
through! Next stop, Wyldern. 





SHADOW MADNESS . 


OBJECTIVES _) 
* GET INFORMATION, REST, AND COLLECT 


You arrive on a dock 

at the other end of the 

underwater tunnel. Go 

into the nearby house, 

where you'll meet a 

Toparti man called. 

Daiglo. Pick the lock 

to open the chest in 

the corner; it contains 

a Travel Cloak, 

Thievin’ Gloves, and ; D iol s house has all manner of useful 
an Incognito, Helm. As: aot to find. (eager 
you leave the house, — pg 

райо calls you back to tell you that Hokum's fiends are: 


HE MAN FROM TOPARRI 


savaging the town 
of Pays'hom. He 
then offers you a 
place to stay for the 


night, so rest the | Atak 
party and save your. [== pes Doe 
game-the going is 
about to get tough. 
When you leave 
Daiglo's house in 
the morning, you 
appear on a large 
map of the 
underworld. Go 
east to the village of Pays‘hom. 


The section at the dock is a brief period of 
calm before the storm begins... 





— 3 — 


RANDOM ENEMIES 


= OBJECTIVES. 

* MEET JIRINA 

• PROGRESS ТО THE НЕХПЕ 
МІМЕ 


‘Female Org 


As they enter the village, 
Stinger and Windleaf are 
“approached by a female Org 
named Jirina. She believes 
you to be a foe, but when two 
of Hokum's Commandos 
enter the area and try to 
capture the party, Windleaf 
gives Jirina an ultimatum: fight alongside her and 
Stinger or be captured. Jirina joins the party. 

Kill the Commandos and head north toward the 
village center. Cross the bridge and then take the 
раш ibat leads northwest. The first house in the 

: village is a 
storeroom. 
There is 
fighting here 
but also 
Hexite (the 
underworld 
equivalent of 
gold) and a 
War Drink. 
Continue 
The guards aren't quite as swift with west and the 
wordplay as Xeto. path splits. 
ake the right path and go deeper into the village. 
~~ A temple to your left yields items, but your 
quest lies up the ladder on your right. The first 
building you come to is the Smithy, but the Smith 
isn't very friendly and asks you to leave. Go up 
the next ladder, back over the top of his shop, 


Don't insult my intelligence. 


Once the Commandos attack, Jirina will 
agree to join your party. 


HOM 


ENCOUNTERED: *DARG ORG 


and then over à small bridge to a 
crossroads. 

To the west is the Old One's 
Abode, where you'll find Hexite, 
Assassin Armor, and a Spellblind 
Helm. The path leading east takes 
you to a temple containing Hexite 
and a Tync An'Sar. The path north 
takes you deeper into the village. 
You then come to a choice of 
paths; it doesn't matter which you 
take. The left path leads first to the 
Stonecutter's House and then to 
the former home of Jirina's mentor. Above the 
Stonecutter's House is Jirina's House, where you 
can rest, save the game, and pick up the Psion 
Earring from behind the stove. The right path goes 
to the Pacifist's Home, and then to Jirina's 
House. Follow on and you come to Torr- 
tuk's Novelties and the house of an 
angry family. Both are deserted. Next is 
the Guardhouse where there is a 
battle and a pair of Assassin 


td 
Ahhhhhhrrre ghhh? 
Kill 


M 
кй! 


Jirina's village is crawling with gie 
Take them alf out. 
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RANDOM ENEMIES ENCOUNTERED: *DARG ORG *SKITTERVORE 
“ФСнісСЕК *Macenst *DROPJAW eDARG ORG SCE 


BJECTIVES. 


• GET THE BRONZE KEY, <, 1 Be 


* FREE THE PRISONERS 


- FIND THE BRONZE Two ACCESS POINT. 
You аге in the caves. Go toward the light а 
passageway past the locked door to find 
have the Bronze Key. De 
unlock the door. This leads to a prison 
miners have been locked up in two cages 
First free them, then continue to the far ~ 
right of the complex where a storage roo 
contains some Allstriker Daggers. Work yo мау 
left to find two sets of guards’ quarters, the of which 
contains valuable items. Still going left, you € 
Mess: Hall, which is‘ directly in front of where you entered. 
| There агё more 
© guards here. Next 
Í you will.come to 
‚ another storage 
room where you can 
pick up-an Aether 
Drop anda 
Fegglenut. The final 
door leads to a 
Bronze Two Access 
Point. Defeat the 


There are a lot of prisoners to rescue and guards, climb the 
fost children fo find in the rambling mines. Jadder, and enter 


*TRAAHG 


the pipe inthe 
corner of the room 
to get access into 
the maze (see the 
map over to thé 
right of the page). 

The vault on the 
southern wall of this 
first section contains 
a Warbird Baw, and 
some Hexite. | | ` 

When you've got that, Windleaficasts а Shatter spell to 
dear the path that allows exit Ма the Petit Vault in the 
northwest. It's time to perform godd deeds here; rescue 
prisoners and lost children: The Healing Waters will 
revive th@)pariy.and supply food, but the dog house is 
empty. You may reenter the southern section via the Petit 
Vault in the southeast (after Windleaf casts another 
Shatter spell). Once through here, you can take on the 
guard in the Guard Station and go down to the vault in 
the-southeast corner to collect the Stoutsoul Blade, and. 
some Ares Arrows. а> 250 Siege 

Your final destination is the Bronze One Access Point 
to the far northwest. 


– ; ! 
Windleaf'simágic powers are just what you 
need in this section. | 


! 


= 


BRONZE ONE 


Ranpom ENEMIES ENCOUNTERED: *DARG ORG *SKITTERVORE *TRAAHG 
-«CHiGGER. •МАСЕПЅТ *DROPJAW eDARG ORG SCIENTIST 


-OBJ 


• FIND AND DEFEAT THE CAPTAIN 
sales FIND THE SILVER ONE ACCESS 
PONT 


Go down the ladder and through the 
wooden door at the bottom. Head 
east until you reach three doors. The 
first is. a Sleeping Area where you can 
ind save your game. The second 
ile, while the third leads:to 


"You're deeper still into the mines. Careful! 


the Work Area. Having killed the guards 
here, the miners tell you that they've dug 
a secret tunnel; you can find the entrance 
on the south wall. There are two other 
doors here: the left takes you back, the 
right is an occupied Guard Room O 
Fully rested, enter the secret tunnel 

and follow it until you meet the Captain 
and his guards, who have discovered the 
secret tunnel. As soon as you eliminate 
them, the ground beneath the party gives 
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way and sends you 

crashing down onto the 

rocks below, losing 25 
-HP in the process. 

Get up, dust yourselves 

off, and jump eastward from rock 
to rock, picking up the Penetrator 
Daggers along the way. Climb the 
first ladder you come to. This 
leads to Level Silver One. 


Keep going east across the rocks and 3 ; 

you'll find the ladder.to the next level. Б oe 
VAULT: WARBIRD 
Bow & HEXITE 








SILVER ONE 


RANDOM ENEMIES ENCOUNTERED: *DARG ORG *SKITTERVORE *TRAAHG 
f *CHIGGER *MACEFIST -DgoPjAW. -Danc ORG SCIENTIST 
| OBJECTIVES | 


Бур THE Siver Two Access POINT 


Make your way through the maze to 
Level Silver Two Access Point in the far 
southeast and climb the ladder there. Go 
to either dead end in this maze and the 
party will comment on the absence of 
people around. 


& eed. E 


Where's everybody gone? 
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SILVER TWO 


А RANDOM ENEMIES ENCOUNTERED: *DARG Окс: *SKITTERVORE *TRAAHG 
d -CuGGrR *Macnsr *Dropyaw *DARG ORG SCIENTIST 


* FIND THE SECOND SILVER ONE ACCESS POINT 


You enter а maze that leads, ма a Treasure 
Room, to another Work Area. The miners here 
tell you to follow the path until you reach a 
Guard Station. 

Deal with the guards, then go through the 
Guard Station and make your way through to a 
farther Guard Station. 

On your way, you can find a Lock-Up 
Chamber where you can rest and save the 
game, and if you continue past your 
destination, you'll find a Goody Room that 
contains a pair of Infantry Gauntlets. Then go 
through the last Guard Post and make your 
way around the final section of this maze to 
the second Silver One Access Point This will 
take you to a different section of Silver One. 


c 5. m " 
Зб TREASURE ROOM - 
SEXE ORG IIEMS + HEXITE 
um y 
E — + E^ p^ - 
$ 


SILVER 2 МАЈЕ 


РЕР 


SILVER 2 
Entry POINT 


ЙИ 1оск-иР CHAMBER 
(Rest Site) 


Goopy Room 
INFANTRY GAUNTLETS 


SILVER 1 22 
Access POINT 4 
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SHADOW MADNESS 


S TIN THI 
RANDOM ENEMIES ENCOUNTERE 


“OBJECTIVES B 


><» FIND THE SECTION CAPTAIN 


\ Бр A SILVER KEY 
* GET BACK TO THE SILVER Two 
SECHON 


Collect treasure and visit the Healing 
Waters їп this section of the maze 
before heading for the exit on the 
north wall: Неге you'll meet with an 


Section Captain Greevus was responsible 
for enslaving Jirina's people. 


Mes TREASURE ROOM 


А! 
MEL 
. 1Ҹ 


INE 


old acquaintance of Jirina, Section Captain 
Greevus. After you have done battle with 
him and his guards, Windleaf finds a Silver 
Key lying on the floor. Go east and pick up 
the other items in this room. 

Go all the way back to the river access 
point. At the bottom of the ladder, turn 
east. Here you'll find a second ladder that 
leads to the gold section of the mine. 
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GOLD ONE 


RANDOM ENEMIES ENCOUNTERED: *NONE 


• FIND THE GorD Two ACCESS POINT 


Go first to the Crematory and relieve the guard of his 
duties. Then go to the Executive Suite where you'll 
meet some more guards. Kill them, rest your party 


and save the game. You will also find Hexite and 
Burvine Leaf here. 

The door to the north is € you need the 
Gold Key to unlock it, so continue your adventure by 
going through the Gold Two Access Point. 


Avenge Jirina's people and leave no mine > 
guard alive. er 





EN FIND THE DA 
* COLLECT THE 


_SHADOW MADNESS 


B) 


P : T mE 
B Е |. 


4 


m | Yv Y y 
A 


BÀ ' 
1 ko 
» 79 


RANDOM ENEMIES ENCOUNTERED: *DA 


RG ORG SCIENTISTS 
GOLD KEY 


in the Mess Hall you 
find nothing but the 
mess of putrefying 
corpses. In the 
Gentleorg’s Club 
you can make a 
mess of your own, 


Бш the object of 


your excursion into 
this area lies in the 
Rookery. To the far 


deft Of the Rookery 


is a Tync An'Sar, to 

the far right, some 
Hexite. The door оп || 
the left leads to a 
Guard Post manned 
by a solitary, 
drunken guard. The 
door to the far right 
leads to a storage 
room containing the 
Girdle of Wonder. 
The door in the 
middle leads to the 
Room of Infernal Machines. Enter here to fight the Darg 
Org Scientists and collect the Gold Key. Now return to and 
open the locked door in the north of Gold One Section. 


Stingers 

And with this Gold Key, 
== we'll be abie to doa 

lot more. 


With the Gold Key found, you can umoch 
the door back in Gold One Section. 





The mineworkers aren't going to be truly 
free until you defeat the Minelord. 


Go meet the Minelord. He is residing in an area 
called the Belly of the Beast, which lies up the 
pipeway you'll find. You must battle the 
Minelord to free the workers. 


Don't cast any 
Earth or Fire 
spells at this p A 
nasty 
overlord; : 
B he's =, 
f resistant to them. The same When you've slain the 
goes for anything that Minelord, his body emits a gas that knocks 
causes Sleep, Poison, or Stone the party out cold. You awake outside of the 
effects. He's got 595 hit points to deal with, so Hexite mines and back with Daiglo. 


make sure Stinger gets those useful Twitch The party can now leave Pays'hom when it 
Attacks working! wishes, though you may want to do some 
shopping first. 


L iHOIW«z A109 ALIXdH 


-J L] 
= 


Michi's on your way to the Army Garrison, so you can 

stop off for a break if you want. 

You do not need to visit the village of Michi, but it is on 

your route north to the Army Garrison. You can buy and 
sell items here, find some Michi battle gear for free, and 
found in the village. also rest and save the game. 


There's also some valuable armor to be 


153п0 





ARM 


OBJECTIVES.) 


* ASSASSINATE GENERAL POGRAS 


Your first encounter at the Garrison is we seek? 
with a group of guards fleeing through [кт 
the woods. The party must then 
infiltrate the Garrison. To do this, 
Jirina takes the lead because she can 
disguise herself as a guard. Stinger 
and Windleaf pose as her prisoners. 
The first section of the Keep has 
five tents. The farthest on the left is the 
Barracks, which hides Hexite, Wyld 


Root, Waken 
Powder, and Shine. 
Continue north from 
here and you'll come 
to a crossroads. 

Left takes you to 
the War Room, right 
fakes you to the 
Mess. Go straight 
ahead, to the next 
section of the Keep. 
From here, left takes 


Stinger f 

} This is some plan... | 

; "=== Posing as prisoners | 
| to get inside! | 


itil work! Jirina is disguised as a euard, so 
о ه5‎ r 
the ruse appears plausible. 


you to the Torture 
Chamber, where you 
can play the first 
Gadgeteer Simulator 
(see Appendix One). 
The first right is the 
Officers' Quarters. 
There are Arrows 
and a Salve here, as 


(Above) tiie — 

Keepisa ——  } 
“warren of — 
passages. _ 


(Left) The 3 ENSE 


general is- 


Jooks. You'll end 
“up temporarily — 
in prison here. - EH 


D——BH———————À 


EU PEE T. 
, There he is... F 
= Я The traitor Pogras. 

AY > 


trickier than he == 


second right takes you to the Vault, where 
youll find Nor Moss, 2nd Chance, an 
Earthbane Sword, a Lifegiver Bow, NuBattle 
Armor, NuBattle Gauntlets, a NuBattle 
Helm, plus Hexite. The Second left leads to 
the Hall of Hammocks. Through the Hall is 
Pogras's Pad. 


ame 
We'll see you at the MOLE! 


Once the guards are disposed of, Jirina 
puts her plan into operation. 


Pogras is 
asleep, but 
awakens to cast a 
Sleep spell on the 
party and imprison 
them in a Holding 
Cell. Fortunately, 
the guards who : 
have taken them there are Gadgeteers in disguise, and you 
can escape. The Gadgeteers arrange to meet you at the 
MOLE, to tunnel your way out of the Keep. Leaving the 
Holding Cell, the party enters another Cell Block where 


Pogras eludes you, but the guards, who 
are really Gadgeteers; help you to escapc. - 


there are other 
prisoners 
to release. You can't 
release them until 
you come back to 
the Garrison the 
second time. There 
is then a Guard 
Post to the west 
that leads back to 
the junction where 
you were captured. 
without { Return to Pogras's 
teleasing the T and grab the 
_ Other captives. Deathguard Armor. 
B, Now exit the Garrison the way 
AU 31:07 
а Pogras on the 
Way to the MOLE 
nte on board, it's back 
"to Arkose the Magic Academy, Harv-5, 
Xero, and Clemett- You've finished Windleaf 
and Stingers quest —— 5 


Don't leave ~ 





UL Роога5 


No, no, no. Wrong. 
НЄ: Tm going to kill you, 
and torture your women! 


P x 3 Aur ^ + 
aaa = 
ы аза зл = 


For some reason, the rogue general won't come quietly. Give 


him a taste of the Twitch Attack! 


OBJECTIVES] 
+ PREPARE FOR THE NEXT TWO 
MISSIONS 


Harv-5 gives the Orb to Helios. 

The party learns that they must 
now seek the blood of a Mage— 
King and the Essence of Chaos, 

objects that will deliver the final 
death stroke to the Darg. 





DEFEATING GENERAL POGRASR »- • 


Use Stinger and Jirina at close 
range, concentrating on getting 
Stinger's Twitch Attack 


right. The general has 


a 50 percent 


resistance to any 

magic, so Windleaf 

is better off casting 
support spells on Stinger 
and Jirina than trying to 


attack him. 


You must deal 668 hit 
points’ worth of damage 


to Pogras to bring the 


big man to his knees. 


Kec 


elia 
biood of a Mage King, 


and the Essence of Chaos... 


LO 


At last you know how to finish off the 
Darg for all time. 


The party will divide again to 
seek these objects. Harv-5, 
Stinger, and Windleaf will return 
to Karillon where they will 
summon Eyre. They will then 
travel їо the distant continent of 
Dantyr to begin their search for 
the Mage's blood. 

Clemett, Xero and Jirina will 
go back down to Wyldern in 
the MOLE in search of the 
Essence of Chaos. This is 


believed to be in the hands of Keerg, a former ally 


Give the Orb 
to Helios and 
he will reveal 
what you have 
to do on your 
next set of 


missions. here afterward. 


of the Magi who is now corrupted by Darkness. 
These quests can be completed in any order, 
but we will do them in the order given above. If 
you wish to follow Clemett, Xero and Нгіпа оп 
their quest first, skip now to page 97 and flip back 


Either way, before the parties divide, distribute. 2 


the items you have wisely 


op 


| xwaavov DI9VWN-NOSRRIVS ^ 3» 





SHADOW MADNESS. 


5 Б \ || 
RANDOM ENEMIES ENCOUNTERED: *NONE 


* SUMMON EYRE 
B From the Magic 
OE [we Academy, Stinger, 
YÎ Tm afraid we need to f Windleaf, and Harv- 
SS at 5 return to Karillon 
and head to the 


Council Offices in 
Hightowne. There, 


SÉ UO 1 

O = Srina, Сетей, and xero | 

н are off to Wyldern again. 
Pretty amazing, huh? i 


Return to the Council Offices to 
summon Eyre, the Floating City. 


they ask for the bells that s Î You have time to shop in Karillon before returning to Eyre. 
summon Eyre to be rung once uu — us 

more. Again, they have to wait У HEU м — — E sell him more tales. Upon their return to the 

for Eyre to dock, so the party E = docking bay, the party meets with the Gadgeteers 
has time to stock up on The party splits again. We'll follow Jirina again and is granted permission to board Eyre. 
supplies and visit Grishame to and the others later on. Ny 


RANDOM ENEMIES ENCOUNTERED: *NONE 
CTIVES | 


* TRAVEL TO DANTYR ready to leave. 


You set sail without problem, but Eyre soon с 
malfunctions and crashes en route to Dantyr. Stinger is 
enlisted to help convert the Flying City to aquatic mode, 
and the rest of the journey is made on water. When you 
finally arrive, leave Eyre via the Recreation Level and take 
the Skyway 
to Chiore. 


Unless you explored 
this area during your 
last visit, an Aether 
Wafer still waits for 


The city develops a 
problem during the 
journey to Dantyr. 


EES: | you on the 


A ; g 
ye, Commode || Equipment Deck. The Gadgeteers 


—7 are prepared for 
T ecd Now go to the the crash, and 
^ Bridge and tell the continue the 


After the accident, Stinger helps out to 
convert the city to aquatic mode. Gadgeteers you are voyage by sea. 
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~ OBJECTIVES 
e FIND PASSAGE TO MEIABOLAS ISLAND 


Take the Subway into town. The first building you 
come to is the Gilded Lion Hotel. Here you can 
rest your party 
and save the 
game, though 
it'll cost you. 
Next is the 
Sotted Sailors’ 
Saloon, where 
- you'll meet some 
Tocals. The next 
building is the 
Armory. Farther 
along are Pappy 7 Pappy Kipp's Fegglenut Emporium 
Kipp's Fegglenut ' specializes in nuts. 





X 


Emporium 
and The 
Cat's Claw 
(another 
armory). 

The Cracked 
Skull is the 
final building 
in town and 


Here be pirates. They'll offer you pre ^ se 

passage to Metabolas if you keep Pirates 

the ship out of trouble. hangout. 
They offer 


to take you to Metabolas for 3000 GP. You can 
also work for your passage by defending the 
ship. Save your money and go down the steps 
outside to the docks. 


GILDED LION HOTEL 85 
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Enjoy the tranquility while you can, 


because the Treebaron's about to attack! »- 


GITE You won't be lost for 
+ long; find the stranger 
f ` аза чаа огото and she'll help you. 
departure, the pi ope т туни: you to the inhabited 
‘ship is attacked and Sy $ area. Don't miss the 
sunk by the forces of ; a as Paladin Helm and 
the Treebaron. The er i " Armor in the chest 
Р e. o before you climb 
the tree ladder. . 
There are items on Search the chest before you climb the 
the far sides of the ladder here. i 
beach as well. 





Mannheim's on your trail every step of the 


way through the forest of Voltaire. 


AL STRATEGY GUIDE _. 


RANDOM ENEMIES ENCOUNTERED: *SLAVERS 


S OBJECTIVES 


* MEET THE ELDERS 
° MEET MANNHEIM 


Without bothering the 
inhabitants of any hives, 
continue spiraling up the 
tree to the second level. 
Here you will find a rope 
bridge leading to another 
tree on the right. Cross it 
and descend to the 


Umm 


Finally, you'll be admitted into a mecting 
with the Elders of Voltaire Island. 





Keep out of the hives as you go up the liie " 
tree. You don't have time to waste. his | 9 Not...again... 


vertical ladder. 


Climb this to 
find some 
Dendrokin 
Armor. 
Heading 
downward 
again, you can 
choose two 
different 
descents. Take 
the first one 


and enter the first hive to collect some 
Treecat Gauntlets. Go into the next hive 
and meet an emissary who will take you 
to the Elders. 

The meeting with the Elders is 
interrupted by the arrival of Mannheim 
and his guards.The party may defeat the 
guards, but Mannheim will cast a Sleep 
spell. The party will then be taken to the 
town of Treeside, where they will be 
put in a 


cell as Stinger 


“== (cough...choke...) 


Mannheim 


| ».-¢ The fair Windieaf! | 
k ~ We meet at last... 


(Left) Mannheim 
£atecrashes the 
meeting and 
(Above) captures 
the party. 
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* MEET CAPTAIN VARLEY 
* AVOID BEING TORTURED BY HIM 


A cut scene shows a conversation between Mannheim and 


Mannheim 
You...dare to 
question me, lackey? 


Mannheim needs Varley for the moment, 
but the Captain could be pushing his luck. 


4,88 PLOTS AND SUBTERTUGE 


the self-styled 
‘Treebaron’ Captain 
Varley. Varley is 
ordered to guard 
Windleaf and Harv-5 
and use Stinger to 
assassinate the 
‘Pirate King.’ As his 
friends are captive, 
Stinger has no 
choice in the matter, 
and is taken to the 
Petit Island. 


а captain Varley 
Ў Lets say the outcome 
~~ will be most unpleasant. 


у, 


With the others in Varley's power, Stinger has to agree to his plans. 


— 
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Fo E 


` PETIT ISLAND' 


RANDOM ENEMIES ENCOUNTERED: *BATTLE SAILORS 


OBJECIIVES 


© MEET STINGER’S FATHER 
° AMBUSH CAPTAIN VARLEY 
* TAKE COMMAND OF PYKE’s SHIP 


Walk from the docks to the first hut 
you find. Here you can stock up for 
the battles ahead: Go north to the 
main area of the camp and Start by 
visiting the house fo the far left. You 
` will meet three pirates, опе of 
whom, Captain Pyke, the intended 
assassination victim, turns out to be 
Stinger's father. Stinger tells the 
pirates that Captain Varley is on a 
ship waiting for his signal and that 
this gives them the perfect chance 
> to take him out. Stinger can now 
look around the village. Go to the 
last hut where there is Gold, a 
Paladin Helm, and a Bloodthirst 
Sword. Here you can also rest up 
and save the game. 

Go back to the pirates' hut and 
tell Captain Pyke you are ready to 
execute the ambush. The scene then 
changes to Pyke's ship, where the 





Captain joins the party and they take Varley’s ship 
by force. As Captain Varley lies dying on the floor, 
he stabs Pyke with a 

poisoned dagger. However, 
the quick-thinking Stinger 
uses a health potion to 
save his father. 

The scene returns to 
the village where Stinger 
is named captain of 
Pyke’s ship while his 
father recovers from his 
wounds. Return to the 
Lodge and tell Riley you 
are ready to set sail. 


Stinger is meant to assassinate this guy, 
but there's a twist in the tale. 


Pyke's wounded, so he turns command 
of his ship over to Stinger 


Reunited with his father, Stinger now 
plans to double-cross Captain Varley. 
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* Go TO VARLEY S MANSION 
* SET SAIL FOR METABOLAS ISLAND 


Sail Captain Pyke's ship around Treeside to 


find Windleaf and Harv-5. 


` SHADOW MADNESS __ 


tEESIDÉ 


RANDOM ENEMIES ENCOUNTERED: *NONE 


Once on board the 
Sea Hawk, set a 
course north to the 
town of Treeside. 
Navigate around the 
quay, past the 
mansion, to the 
Treeside 
Penitentiary. Take 
out the guards there 
and get Stinger to 
pick the lock to 
release Windleaf 


wA UV 


ERED: “~BARONBUG *RUMBLEBUG 


You таке it to Captain Уагіеу'ѕ Mansion, 
but Mannheim has gotten away again. 


and Hárv-5 from 
jail. There is a Raven 
Bow back on the 
dockside which you 
ould now collect 

before climbing the 
steps up to Captain 
Varley’s Mansion. 

~ Kill the three 
guards in the Foyer 
and go into the 


` Office, only to 


discover that 


Mannheim has already left the building, and that youl 
have to wait for another day for your reckoning with him. 
Go back down to the docks instead and, with the party 
reunited, board the Sea Hawk and set a southwesterly 
course for Castle Metaboline on Metabolas Island. 
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. Ет ТО THE RUINS 


From your beach landing, go up the path 
between the two giant statues and follow it to 
, the top of the volcano, pausing to 
dimb down and grab an Aether 
Potion on the way. When you 
reach the top, you'll find that the 
path to the sacred ruins has been 


$ 
. swamped by lava, but 


there is a way through. 


the ruins on the 


You must traverse 
P S this maze and enter 
- ad 


ST CAE 


Mait HELM 
EL 


The ruins of Castle Metaboline are prot 
two statues mark the entrance. 


ted by a maze. These 
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RANDOM EN Fares ENCOMMTERED OAT TREWORM *FIREHLAD 


+ DESTROY THE FIRES TALKER 


Inside the ruins, there are two doors. You can go 
either way, but the quickest route lies through 
the door at the bottom of the screen. Climb 

all the way up the winding staircase. 


С DEFEATING THE 
FIRESTALKER 


Use Harv-5 and Stinger for close-in 
Twitch Attacks—especially Ice Twitch 
Attacks, while Windleaf casts spells from 
the back of the arena. The FireStalker is 
immune to Fire spells but susceptible to 
Ice attacks. Windleaf s Mammoth spell is 
a good one for her to use. 

If you're having trouble defeating the 
FireStalker you could get Windleaf to 
concentrate just on casting party-healing spel 
while Harv-5 and Stinger close in and use the 


"aggressive" option to deliver maximum damage. 


К^ © gas < 
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Follow the thin path to a second staircase and 


descend. Pick up the War Arrows in the next 
chamber and continue west. Climb the next 

staircase, walk to the next set, and descend. At 
\ the bottom of these steps there is a cave. 

. Inside, you meet and destroy the FireStalker. 
«5, The FireStalker was keeping the 
ТМ, volcano stable through the power of 

= 0c its will. Now that it's dead, you 
have only five minutes to 
ы retrace your steps through 
the cave before the whole 
place*blews ир. 
p When yoü emerge, 
T however Нагу-5 is 
missing, trapped inside. 
Stinger and Windleaf try to 
go back to rescue him but 
there is no time and the 
cave is consumed in a ball 
of deadly flames. 
in its wake it is replaced 
by the long-lost, legendary 
Castle of Metaboline. 
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RANDOM ENEMIES ENCOUNTERED: *NONE 
— Stinger picks up his friend’s 
* LEARN OF THE RELATIONSHIP | =i ou LN ips = ети upa 
meant omm | sterious Stone that she 
BETWEEN HARV-5 AND THE believes could contain Harv-5's 
МАСЕ KING PA] Ия $ | soul. She clings to it desperately, 
* TRADE ITEMS mT Sa. E | hoping that the Magi can | 
s COLLECT ‘THE MAGE BLOOD к Сге ES somehow bring back her friend. 
dre LE Xo A guard and a courtier 
з As Songer and Windleaf regain p й approach. They tell you that you 
s: their bearings they notice the . - e must meet with Queen Estrella. 
remains of Harv-5, who d You are given extensive _ 
appears to have been blown The market in the castle grounds is a good information about Harv-5 and his | 
apart in the terrible explosion. place to trade up your obsolete items. ES A to the last Mage King 
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‘SHADOW MADNESS 


зь, Then you can ze 
_ Kiosk, which has a different selection. Behind this is a 
= Barracks where there is a pair of Paladin's Gauntlets. To 


PY 


rest and save 
your game. 

Pick up a Royal 
Soldier, Command 
Armor, and a Noble 
Helm from the 
Guest Chamber and 
go to visit Castellan 
in the room next 
door. Here you find 
Paladin Armor and 


some Royal Arrows. Downstairs there 
are two more rooms. The first 
contains Hexite, and other small items. 
The next has more Hexite and five 
Hexite Thorns. Over the corridor is а 
curtained doorway that leads outside 
the Castle. Go through it, follow the 
corridor down, and then go straight 
across the red carpet and through the 
door. Stay within the confines of the 


"Goodies, where you сай trade items. The next is Kelly's 


the east are Рір'ѕ Weapons and the Blacksmith’s Shop. 


` Both establishments will take excess weaponry off your 
“hands, as well as offer you some other tools: of the trade. 


Go back into the Castle and up the stairs to the top 


` floor. You will pass Prince Griffon's room, which holds a 
“Paladin Helm and lots of minor items. The next room is 


the Queen's Chambers. She's not there, but her Bow and 

Arrows are. Take them. Up the next set of stairs is the 

Chamber of the Mage King. The Queen is here, as are a 
pair of Siege Gauntlets and a Mage Blade. 
The Queen knows why you have come, 
but she cannot give you what you need 
because the King’s blood died with the 
King. Neither can she offer you her own 
blood, as she is not of royal birth. All 
seems lost. Then Prince Griffon walks into 
the room, his every vein pumping with 
the stuff you're looking for. One small 
ceremony later, this sub-plot is complete. 
Leave the Castle and journey back 


Castle wall, and go north to find a As you navigate the castle, you learn the through the maze—see page 95—which is 
market. The first stall is Clayton's King i$ dead! Find the Prince instead. now free of lava, to the waiting ship. 


-RANE „е ЗР Тл. 


“OBJECTIVES } 


° NONE Клмоом ТУТ 


You needn't stop on Verne Island as you head 
south to Chiore, but it’s not a wasted journey. 
There's a Still Life and an Amulet of Glory lying 
on the beach, and there's the opportunity to play 
the second Gadgeteer Simulator and pick up a 
Battle Upgrade inside. 


94 THEKINGIS DEAD. 
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CHIORE 
E 


RANDOM ENEMIES ENCOUNTERED: *NONE 
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With the 
Mage Blood 
in your 
possession, 
head back to 
the Skyway. 


The Gadgeteers have been busy repairing 

the ship during your search. 
Sail back to Chiore, take Oranges and Pirate 
Gauntlets from the ship, and find your land legs 
again. Pick up Beer, Ale, and a Pirate Helm from . 
the dockside and walk through the town to the 
Skyway. Then take this back to the Gadgeteer 
ship, which as been fixed in Bur absence. 


на > 
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RANDOM ENEMIES ЕСО +: *NONE 


54 off at Anglerville. You have not 
* TRAVEL TO ANGLERVILLE .— : do here so leave immediately a 
* TRAVEL TO THE MAGIC ACADEMY north to the Magic Academy. 
р d Disaster has struck while you've 


idge ai Il ta eaceful journey back to Anglerville. 
S mainland, droppi njoy the rest wh 
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MAGIC ACADEMY 


Ro M ENEMIES ENCOUNTERED: *NONE 


OBJECTIVES 
: With everyone 
* TRAVEL TO THE MAGIC ACADEMY _ together, 


Helios guides 
This section deals with Xero, Clemett, and Jirina's jn rm 
ar тпа to 
quest to retrieve the Essence of Chaos. if youre eve the 


doing this part first, be sure to flip back to page 84 Fssence of 
$ E you've finished. Chaos. 


` MOLE ML CEE | 


RANDOM ENEMIES ENCOUNTERED: NONE 
— OBJECTIVES 

• RETURN TO THE MOLE 

«* TRAVEL TO WYLDERN 


‘From the Magic Academy, go south 
and back to the crater where the 
Gadgeteers' MOLE vehicle lies. The 
party can return to Anglerville and А АЗИ А 
Јупх to stock up if necessary. The Rae Cu" et | дет e toe Garrison, pp 
= xar = / erville and Jynx to stock up 
MOLE takes the heroes back down 1 if necessary. 
to the Garrison in Wyldern. The subterranean MOLE is another of the 
Gadgeteers' amazing inventions. 


ARMY GARRISON 


і у RANDOM ENEMIES ENCOUNTERED: *NONE 
_ OBJECTIVES. 


• FIND THE ORG-TA COMMANDER boat so you can travel 
* TRAVEL To MICHI | ; down the Wyldern River 
ipm Po and reach the Banori 

The Army Garrison is now under DEI - Caverns. 

the friendly control of Org-Ta dii — . 3 In return, while the 
warriors, allies in the fight against Û BraS boat is being built, the 
the evil Hokum, — ee | party offers its help with 

` The party i is sent to what used to : local matters, and is 


be Pogras’s Lair and reports to 4 E ‘Let's tind the Commander | commissioned to repel a group 
{ 4m and get on with this. 


their Commander. He gives the of marauding Darglings | Кот 

party Runes of Org-Ta as a means i Michi Village. 

of identification to allied troops. Offer your help to the Org-Ta warriors, |^; Make the short j pu 
He also offers to build you a and they'll build you a boat. south: to Michi. 


— EE 


*TIOIHAA TIOW*SAWA3GVOV OIDOVW*HHAH 


NOSRTNVO AWIV 


O JHL 


ERE TOT 


PARTY SPLIT: XERO CLEMETL AND JIRINA 97 





SHADOW MADNESS 


MICHI VILLAGE 


RANDOM ENEMIES ENCOUNTERED: *SKELETON *DARGLINGS 
OBJECTIVES | 
* FLIMINATE THE DARGLINGS 


+ RETURN TO THE GARRISON 
* TRAVEL TO THE BANORI CAVES 


There are three enemy soldiers in Michi: 
Eliminate them all. Upon your return to 


Navigate the Wyldern River to reach the 
Banori Caverns: 


Commencer. s Ep mM the Garrison, report ќо the 
еі , allies. | FN 
Your boat is ready for travel. ~ Commander, who tells you that your 
How fares Michi? | Ч i boat is ready for the journey 
downriver to the Banori Caverns. 
You'll find the boat is finished after you've Leave the Garrison, make for the river, 


taken out the Darglings. ( and take the boat downstream. 


gs 
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В x^ NORI CAVERNS 


RANDOM ENEMIES КД TERED: "NONE. 


only finding Chalk in the first room bes i in nthe 
‘second chamber is a Orgish Glyph of Worldmight. 
з | This unlocks the devastating Earth Twitch Attack. 
* EXPLORE mr o - „ЙУ Р, | Directly above Dashau's Residence is Tustra's 
* DESTROY THE DARGLING = Ж; Cavehome, where Gold and Food Сап be found. 
FORTRESS a m. E Then comes a Storage Grotto containing three 
„® DEFEAT се. ЗБЕ Рес || Aether Drops, Blood Fruit, a Doznaught Ring, and 
VENAL 2 E | 9 ^ You know... i four Toparri Salves. In the саўе оп the top level 
E EL n you meet two Banori guards who are running 
Lg enter the Cnn — tests on an EarthStalker, which escapes. You d 
E party i is mistaken for the Clemett takes a lesson from history i in must kill it before if attacks you and the rest. 
- enemy. It is taken prisoner breaking sieges. Td of the Banori. Now return to the Regal 
Q hei CHO leader Dashal | Cavern where Dashau tls you that the Catal is 
M hows а риге the fes of Org T Я , ready for use in an attacks - Hey 
z and apologizes for. You must now i 
his guards' mistaka destroy the 
The party learns. fortress by 
that Darglings have repeatedly firing 
blockaded the the Catapult, which - 
Wyldern River and. is difficult to ; 
have built a control. You will be 
fortress from which 


"mni d 


mn 


4 


Kill the EarthStatker before it 


T Y ty x Е D . 
Aftér the mistake with the guards is sorted : 
can turn on your allies. 


out, you'll have the run of the Caverns. 

they intend to attack the Banori. Clemett "ELI 

and Dashau then plan to build a T fortress. It is possible to, je 

Catapult. When this meeting has vu ws. destroy them, but ho^ are 

«finished, work your way.up through the i rv p E siga 

` Gavern to buy items, rest, and save the TES V 9*2 concentrate on the fortress 

“game: Below Dashau's room, you first Controlling the Catapult during the itself, making sure to hit 

come to an Armor Merchant and then to attack is tricky, but not impossible. every part of it When you 

an Inn. Directly above the Inn is a have destroyed the 

Residence where you can find a Warlord Helm. Above fortress, General Venal arrives to challenga 

that, there is Cheese and Barleyfiz in Dimnaak's Grotto. you. Defeat him and enjoy the celebration. x 

Above that is Venna’s Cavern, where there is a L2 Skeleton afterward. Next, return to the docks, board | 
“Key. Next door is Pelikoko's Pad. Don't be discouraged by ^ the boat, and continue downriver. 


BAIN ORI TRADING = am 


ES ENCOUNTERED: *NONE 


) JHL MiONva-dOVTIA me 


1C 


S | A Trading Post's 
: ; the logical place 
Stop at the Banori Trading Post if you wish to to sell off any 
buy or sell item Then continue to the Banori unwanted items 

Hs or wem 
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BANORI TANGLEWO: 


RANDOM ENEMIES ENCOUNTERED: *DARG ORG 


OBJECTIVES) ; Upon entering the woods, the party is met by а man 

E named Joleno. He will be your guide to the Serene 

* LEARN THE LOCATION OF THE ESSENCE OF CHAOS Gardens. He tells you to speak to the Lorekeeper, whose 

* Visit THE SERENE GARDENS dwelling is on the far right of the clearing Make this your 
first stop. Here you meet Jakir, who tells you that the 
Essence is іп the hands of Keerg, whose mind is controlled 


Joleno 
I bring warm greetings 


| = to the travellers from above, 
| from the Toparri people. | 


Gro willbe yourgguide tO hé Serene 
Gardens. Listen to His. advice 


e Joleno 
Here, within the Gardens, 
Э shall you find knowledge. » 


— < е 
—— ES 
- Hell point you-towards the Lo keeper, 
Sakir. бо straightthicre—— __ 


SSS 





ERENE GARDENS _ 


by Hokum. Leave Jakir’s hut and explore the village. You 

can stock up оп supplies for the coming battle, learn 

more about Keerg; rest the party, and save your game. 
In the Sanctuary on the right is a Dumnaught Ring. 

= In the Sentinel by the bridge is a L2 Skeleton Key, and 

"t two Nimble Mints. 


. PRIMA'S OFFICIAL STRATEGY GUIDE 


The fate ofthe Chaos Essence is гесе у the | orekeeper 
in the Serene Gardens, 


" 
a 


Go to the far north of the village to pick up 
Lifedew, Gylberry, Aether Potions, 
; Numbspikes, Toparri Armor, Gauntlets, and 
- - Helm. Now leave the village and go west on 
© p the mai to Keerg's C 
He who holds the Essence е main map screen to Keerg’s Camp. 


= isin constant contact 
with the Darg...under 
its sway. 


SM (€: £9 AN 


It's clear that Keerg isn't going to be 
giving up the Essence without a fight. 


Find the Dumnaught Ring and Skeleton Keerg's Camp isn't going to be a picnic. Make sure you're 
Key L2 before heading after Keerg. well-prepared for battle before going in 
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К іхром ENEMIES ENCOUNTERED: ‘BANSHEE *DARG Окс *DARG BANORI 
OBJECTIVES EE 
* FIND THE SHRINE OF KEERG and Kill a few.more-cultsmembers. 


* RETRIEVE THE ESSENCE OF CHAOS ` Tie next two Sacred Chambers аге empty, but in the 
Meditation Chamber beyond you find another a group of 

You are met by a Priest who offers a 3 ` deluded Magi as well as a Tinderbox, Torch, Grease, 

tour of the camp, but he only leads thes | Lifedew, 10 Sleepspikes, Nimble Mint, and Hexite. Next 

party into a trap, from which you i comes Keerg's Shrine, but you should deal with the 

must escape. Со back to fhemain £ «X guards in the Sentinel beyond it first. They're hoarding 


section of the village and visit the 8 à Vanguard Armor, a Cage Key, and Hexite. 
Priest's Chambers on the far left, — - 


where you meet your treacherous m da * 
preacher once more. Defeat his guards, — Р" 
then watch him Ё 
break in half 2 | 


before you can 
talk to him. Go next - 
door to the Sacred Chamber 


When you arrive at 

the Camp, a Priest Before you hit the Shrine, go to the 

offers help, but he's Sentinel for a couple useful items. 

just leading you 

into a trap. 
Keerg turns into a “Blue Item." 
Don't forget to pick up the “Essense” 

( before you walk off. You won't pick 

up this item automatically. 


: S ES 9 Now it's time to meet the mind- 
| DEFEA YI ND DEVOR | Р ` add controlled Keerg and claim the 
س‎ — — — АМ Essence of Chaos from him. 
But first you must defeat his 
diabolical henchmen, 
Eyegore and Devor. 


Use both Xero and Jirina to cast spells. Jirina's Earth 
and Ice Strikes are effective, and you have Xero's 
Heal spells for when the party's energy runs low. 
Devor can ward off Fire, Ice, and Psi spells. 


a es 
4 
Eyegore is resistant to 
Sleep, Poison, Confusion, 
Paralysis, Pathetic, Slow, 5 
and Spellbind. While f Keero 
Xero and Jirina s fom ere icd Ge 
cast their spells, have Clemett use his n ass Here to torment me! 
laser weapon to attack from the АЁ 4 
back of ће battle area. 


Keerg's under Hokum's influence 
and sees you as enemies. 
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• RETURN TO ARKOSE 


With the Essence of Chaos under 

your command, its lime to leave 

Keerg’s Camp, return to the boat, 

and head back upstream to the 

Garrison. The MOLE waits for you 

there to take you back to Arkose. 

If you pass through the 

Tanglewood on the way, you can 

pick up the Gold and Banesword Eyegor and Devor are defeated and you The MOLES waiting at the Garrison. 
you May have noticed earlier. have the Essence. Head for the boat. Detour through Tanglewood for items. 


IAGIC ACADEMY 


RANDOM ENEMIES ENCOUNTERED: “МОМЕ 


JBJECIIV — ... Once again the party splits 


+ DELIVER THE ESSENCE OF og. for your heip, Lou. up, so choose which task you 


CHAOS We really should be going. want to do first. In fact, it 
wT 2 на doesn't really matter, as you'll 
The MOLE can take you back to : gc switch automatically between 
Arkose, but you must complete TREE the two parties and their 
the journey back to the Academy 0 557 > Эш | adventures as the game 
on foot. Here you'll find Helios, Ss Заа builds towards its climax: 
` mortally wounded. With all six bre D D M E os Just be sure to divide the 
“party members together, he uses = c Yu t partys possessions well. The 
his last breath to tell what must с AAAS monstrous Damon Hokum, 
= пе f - сап take you оп yso ar. YOU 1 Н 
je vil oe demi and have to walk the rest of the way. rash, oe a 
retrieve the Orb of the Heavens from the Sages in 7 
n 


the Hall of Wisdom, and then they'll journey to = ap. EIU 
P س‎ Castle 5 TS | Take care, you two. 
is Helios Metaboline to | Travel safe! | 


WHUAAAGGGH! : 
Cough cough cough! find a mystic 
Uuuuur х 


ghh.. Tablet. 

Meanwhile, 

Clemett and 

Xero are to go 

to Artelier to 

find the Scroll 

of Silence. 

1 His duty 

Helios can't be saved but’ will send you on done, Helios Once again, the party divides to complete the tasks qu 
the final two quests. | finally dies. more quickly. Share your eqüipment beforehand. 
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* TRAVEL TO ARTELIER 

* RECEIVE THE SCROLL FROM 
THE LOREMEN 

* RETURN TO EYRE 


i Davin 
^ Can it be...? 


н Do my eyes see truly?! 


$ 


„SHADOW MADNESS .— 


as 


ARIELIERS DOOR 


, 


à Mk 3‏ ر 
pati 1 i‏ , | 
КЕ .‏ 
ч * 4‏ 
Ww. +- r al ),‏ 
v‏ 


(Above) The FarthStalker's big 
moment. (Left) Davin, missing, 
presumed dead, is in fact alive and 
well; He'll help you on your way. 


RANDOM ENEMIES ENCOUNTERED: *NONE 


Xero and Clemett leave the Magic Academy and 
travel northwest to Bene-Brokul. There they 
discover that Davin, who they believed dead, still 
lives. They descend through the caves to meet 
the young Windtraveler, and he takes them back 
to the Uhndrashi Plateaus. 

At the Plateaus, they navigate through the 
maze to Artelier’s Door, where they encounter a 
Stalker. This one, however, has tired of the 
monster life and wants to go and roll ina field 
full of poppies. You may grant its wish, and earn 
a reward, or kill it. Either way, you'll earn passage 
through the door. Climb up to meet the Loreman 
and Loremaid and receive the Scroll. Now return 
to Davin and get him to fly you back to Eyre. 
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ANDOM کے‎ INCOUNTERED: “Мом — 


OBJECTIVES 


• ACQUIRE THE ORB 
* TRAVEL TO CHIORE 


Control now swaps to 
Stinger's party. Return to 
= Karillon, and go up to 
Middletowne's Hall of 
Wisdom. The High Sage gives 
you the Orb of the Heavens. 
Go to Anglerville, board Eyre, you'll get the Orb of the Heavens from the 
and set sail for Dantyr. High Sage in Middletowne. 


CHIORE 


RANDOM ENEMIES ENCOUNTERED: *NONE 


The Gadgeteers’ city comes in иѕеѓш agan 
as you set your sights on Dantyr. 


E oa | * TRAVEL TO CASTLE 

» Weare! 59. зше »« Li 
Not us. exu. ‚= METABOLNE 

On arrival in Сһіоге; take” 
the Skyway to the city 
and board the ship for 
the journey to 
Metaboline: - 


After arriving, hop off Eyre and straight „апа from there make your way to ће = 
on to the Skyway... ship for the trip to Metaboline. 








SHADOW MADNESS 


LE METABOLIN E 


RANDOM ENEMIES ENCOUNTERED: *NONE 


e OBJECTIVES] 


* MEET THE KING AND QUEEN MOTHER 
* RECEIVE THE TABLET _ 
* PLAN THE INVASION OF WYLDERN 


Land at Metaboline, and climb the 
mountain to the maze. As you cross the 
maze, уоп are attacked by a FireStalker. 
You should be a veteran at dealing with 
these by now, but you can refresh your 
memory on page 99. 

On entering the Castle grounds, you are 
welcomed by the guards. Find Queen Estrella in the Castle. She has the Tablet of Metaboline in her possession 
throne room, through the first door as you enter the and gives it to you. This done, return to Eyre. Bp 


You should be able to pick off the The Queen will give you the Tablet of 
FireStalker with no trouble by now. Metaboline. Now go back to Eyre. 
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• DEFEAT MANNHEIM'S WINGEDSTALKERS 
* TRAVEL TO WYLDERN 


On South 
Cartoff Island, 
the party 
reunites again 
as the time 
approaches to Е 
| ish what Cem m 
теу апаа сш ш 
so long ago. х s 
Stinger, Windleaf, Mannheim flees into the tunnel; 
9 Сетей go Until next time, then... 
Once again, you close in on Mannheim, ahead to check 
but once again, he makes good his escape. 
the lay of the qu ic | 
land. They must scale a series of precarious ladders to This is it. 
reach the top of the cliff face. Once there, they meet X From here we begin 
Mannheim. He unleashes two WingedStalkers upon our assault! 
them before fleeing, cowardly, into the tunnel to evade 
his destiny once more. 


AW ingedStalker } has 855 hit EE and can cast 
Sky’s Fury and TriBlast. It inflicts damage with Fire, : y 
so use armor that protects against this if you can. its going to take everything you've got to make 
With the exception of Clemett's cannon, do not it through to Cyl Og Sul. 
attempt to use magic against it: the WingedStalker The scouting party returns to Eyre. It 
takes only 50 percent damage is decided that the party will again divide 
from magic into two groups to begin the final 


attacks. journey to Wyldern. 
Stinger You have to choose again which party 


you want to control first. Here, we will 
verae deal with Windleaf, Stinger, and Jirina 
|o bor : first and then with Xero and Clemett. 
Beef Cake, that increase - ا‎ ^ quine ‚геу pE 
his physical strength for The first party dimbs the 
dose-range Twitch Attacks. = > ladder again, collects Gold 
Get Windleaf to fire arrows = я and the Skull of Nagillig, and 
at the monster from a enters the tunnel. At the bottom 
distance and to ' ^ E they meet the other group of 
support Stinger ` Б З F heroes. There аге two paths now to 
with spells that л wy T ^. .Hokum' Fortress at Cyl Og Sul. The 
boost his strength. £^ party will meet again there, but divides 
ж 5 now to take both paths. Here we will 
deal with Stinger's party first as w 
travel the Merchanťs path. 
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= RANDOM ENEMIES -FNEOUA 


OBJECTIVES] a: money. Go south onto 
• TRAVEL TO NAGRUK’s САМР Ыз \ the main map screen and 
To leave the Big then south and east to 
Mesa, go around Nagruk's Camp. 
the rock above the 
tunnel entrance 
and descend the 
ladders behind it. 
Collect Kimiss on 
the way, as well as — 
a Bucket, Hammer, (Above) res down 
oe pa the scaffolding 
Mallet, and РЕК if yo behind the Big Mesa. 
- wish. Or, you may leave (Right) Don't expect 
The first step is to get Stinger, Windleaf, these items for Xero any warm welcomes 
and Jirina to Nagruk’s Camp. and Clemett if they need from Nagruk. 
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NAGRUK’S САМ 


zs а iW 


° DEFEAT THE LAST OF 7 
“HOKUM’S GENERALS 


Enter the camp and follow 
the path into battle. Collect 4 
Heartbane Arrows at the 
pool you find, then continue 
south. At the end of the path, 
you battle General Nagruk. 


Get the Heartbane Arrows from beside” 


this pool in the Camp. 


Nagruk's troops are a determined bunch 
of veterans, but you can take them. 


ru 


General Nagruk 

husa ^-——— 
massive 918 HP. He can cast 
Shellshock, Weakmist, and 
Poisongas. 

He does Psi damage, so defend 
the party against this. He is totally 
immune to Earth magic and he 
can't be affected by Stone or 
Poison, but he is 
susceptible to Fire and Ice 
spells. Use Windleaf 
and Jirina to cast these Al 
while Stinger uses his 
Twitch Attack at the front of the 


^ 


B party. 





DEFEATING GENERAL NAGRU 


ET 


VANQUISH GENERALNAGRUK 


th 





RANDOM ENEMIES ENCOUNTERED: *DARG ORG *DEATHBOT *WAR CHARIOT *DARG BANOR 


© * SANCTUARY IN 
^ THIS DARK PLACE 


Leave the Camp and go west to 
the city of Cyl Og Sul. As you 
enter the city gates, you are 
attacked by two waiting guards. 
Dont play around—kill them. 

An Omega Bow awaits in the 
South Tower behind you. You can, get 
into a fight in the Millhouse on the 
other side of the City gates, but 
there's little to be gained at this 
stage. A rebel Smithy, who 


Y. [y 
—— HE Тат Tatrach, 
= the priest of this church. 
lives in the building facing the City Gates will þes = eee 
give you free weapons. To the west is a L2 g 
: Laboratory where you can pick up a 
Stinger Foesbane Sword and 10 Omegaspikes. Now 
u AT go north to meet a priest named Tarrach. 


i | bi pi rms: E: | You can rest in his church while waiting for 


Xero and Clemett, who must now travel the 
Watch out for the two guards who Emperor's Road. Tarrach gives you sanctuary. The action 
ambush you as you enter the city. now switches back to Xero and Clemeit. 


"or. ‘mesa 


RANDOM, ENEMIES ENCOUNTERED: *NONE 


ЈЕСТ 


JURE TO THE WYLDERN 
CONE Вшнимс. 


2 Vou d now hake acl of 
Xero and Clemett. Initially, 
follow the route taken by 
Stinger's party, but when 3. 
you reach the main. map, m 
Ws south to: | 
ouncil ... but when you reach the main map; head Xero and Clemett 
toward the Council Building instead. 


‚лама —— "T 
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RANDOM ENEMIES ENCOUNTERED: *DARG Окс *HEXITE GOLEM 
meHakuM's MAIDEN *DARGLING ARCHER 


The Council 
Building has 
been overrun 
by Vrita's 
minions, so 
carve your 
Way in. 


) 


) JH. 


1С 


Г 


* TRAVEL TO THE WYLDERN COUNCIL BUILDING _ 
* DEFEAT VRITA sony a 


[ez] 
4 J 
2: | 


AS уои approach the building, you must deal with: it 
a party of soldiers that attacks. Enter and 
pick up Shine, Shinepears and Sight Berry. 


LS 








=> Go on fo meet more guards. 
Fortunately, they think you are 
servants and allow you to pass without 
a fight. Pick ир Hexite and Wyld Root in 
the foyer to the Grand Hall. Enter the 
Hall itself, climb the stairs, and go 
outside. Head east to Vrita’s Lair and 
defeat this beast so you can leave the 


"Council Building and return to the main m We're ready to — € 
map screen. Now save yoür game and -e 


enter E s Sul. Ihe guards inside the Building mistake Head out through this door and go 


Xero and Clemett forservants. 


Vrita proves a formidable foe 
for Xero and Clemett. She 
has 918 hit points and 50 
percent immunity to all 
magic. She can cast the spells 
Hell's Kiss, World's Fist, and 
Death's Fog, doing Chaos 
damage with them. 

Clemett should do the best he 
can with his cannon, while Xero 
should restrict his magic to 
defending his ally. Use Nimble Mint 
to avoid taking hits and make sure 
you have plenty of Aether to 
maintain the party's powers. 


eastwards to find Vrita. 


CYL OG SUL CHURCH 


RANDOM ENEMIES ENCOUNTERED: *DEATHBOT 


OBJECTIVES) 
* REUNITE WITH THE PARTY. 


Go to meet the other party members at 
the Church. Two Deathbats pick a fight ~ 
with you upon your arrival at the city. 
There are Deathblow Arrows in the: 
North Tower as you reach the Church, but | 
you will have to fight more Deafhibols for — : 
them. Go to the Church, gres your friends again, 
and prepare for the final ko 


RANDOM ENEMIES ENCOUNTERED: *NONE 


x * Dini THE PARTY FOR THE FINAL BATTLE 


This i is C Harv-5 is finally restored to 
Ше Now, once agaimpit’s time to split up. 
- Harv joins Stinger, andWindleaf as they 
enter the upper region of Tyr Og Nor to try 
to find Hokum. Бо Jirina, and 
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RANDOM ENEMIES ENCOUNTERED: *NONE 
„РБ уг Leave the Church and go through the glowing green door on 
Uo s dc USE MR the other side of the city. This leads to Tyr Og Nor. Follow the 
нана ETO e ил Түк Oc Non path, picking up Dung, Elixir of Oax, Compost; and Lifeback as 
RC AND DEFEAT IMMER you go until you reach a room full of slaves, where you can 

* FIND THE KEYS ТО Hokuw's LAIR find Ulik Oil. Go past them and through the door in the north 

• Dereat Hokum of the room. You émerge into another room. The room off d 

ARIES this in the top-left corner is empty. Wax, Vines, РИ] Syrup, ` = ; 
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Hokum's war plans have been worked. out 
on these detailed miniature maps: 


-_ SHADOW MADNES 


Leather Armor, Leather 
Gauntlets, and a 
Leather Helm lay in the 
room on the bottom- ` 
right, if you need them. 
Go to the room in the 
top-right corner and 
free the girl from the 


evil scientist. Shell only - 


kill herself when you 
do, but the thought 
was there. 

Go through the 


gates in the center of the main room and through the gates 
beyond. Now you have a choice of three doors. The one on 
the left leads to an empty room. To the right is a room where 
you can pick up Gold, Hexite, a Bamf Pill, and Fyrn Tonic, 
then rest and save the game. Do this. Through the middle 
door is a War Room. At the back of this are three more 
doorways. They all lead to one place. Now you can finally 
"battle Grimsmeer and pick up an Omega Scythe for Harv-5. 


Grimsmeer is another enemy with 
918 hit points. He can cast 
Foulcloud and Sleepgas, and he 
has a 75 percent resistance to 
Sleep. He takes only 50 percent 
damage from any Fire spells, 

and he causes Fire damage 


$ when 


attacking, 
so use 
defenses 
that are 
resistant 
fo this. 


Grimsmeer does have 
a weakness, however: Ice 
spells are 50 percent more 
effective against him than 
usual, so while Stinger and 
Harv-5 take the flames and use their Twitch 
Attacks at close range, Windleaf must bombar 
him with all the Ice she can muster. 





For a little 
light reading 
in between 
plots to 
“annihilate the 
E planet, 
= TEDA 


беа? 


| Win 
45 The library of Hokum... 


М Es 
Go through the door 

beyond to enter a chamber 
with three doors on either 
side. Іп the first door on the 
right is a Femme Fatale. In the 
second room on this side are 
healing waters and à save. In 

the next room are Femme 
Fatales and Darg Orgs. Defeat 


^ them to win the Emperor Key, 


Hexite, Hexite Thorns, and a 
Hexite Sword. The first room 
on the left is a Dining Hall 


= 


| 
j 


The final path to Hokum is choked with 
monsters that sell their lives dearly. 


The Deathbots 
eathbot | 
< Let there be death’ | 


with Ale, Nuts, Oranges, 
Spinepears, Stank Moss, Shine, 


Fegglenut, Porf, Sweet Gum, an 
Aether Drop, Bat Milk, Banori - 


Cheese, Beef Cake, Onions, and p 
an Org Wafer. The second room 7? 


is occupied by Femmes Fatales. 
They guard the Empress Key. The 
final room teems with Darg Org. 


г Go through the main door at 
the back of the room. There are = 
three more doors here. The one — р 


on the left is Hokum’s Library. 


are aptly named: 22 
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SHADOW MADNESS 


à At last, Hokum js On the right are Deathbots. Go through the middle door 
| Monster! | will face justice. - ^ and kill more Deathbots. Now pass through the door at 
Murdering bastard! | 4 the back of the room where there are Hu'Chah, Aether Potions, 
[ ‹ Fyrn Tonic, and Lifedew. Pick up what you need and gà through 
the final door on the far wall. Here is Damon Hokum. Kill him, 


and the other characters will begin their mission. 


With 998 hit points, Hokum is the 

strongest enemy you've met so far, 

and also the most versatile. He can 

cast Sky's Fury Hi, TriBlast Hi, and 

Regeneration, and can also call upon 

Dargmight. He has 50 percent resistance 

to Weakness, Wasted, Pathetic, 

Blindness, Paralysis, Sleep, and 

Spellbind, and also takes only 50 

percent damage from all 

attacking spells. Use 

physical force when 

attacking him and restrict the use of magic to the defense 
of the party and for healing. Hokum inflicts Spirit damage 
and defends against this with armor. 


22 
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RANDOM ENEMIES ENCOUNTERED: *DARG ORG *FEMME FATALE *ПЕХПЕ GOLEM 


SSDEATHBOT *DARG ORG SCIENTIST *SLAVER 


OBJECTIVES | ? 
* LOCATE A KEY TO OPEN 
A LOCKED DOOR 
* DEFEAT MANNHEIM 
* RECOVER XERO‘S BODY 


p 
> 


* TRAVERSE THE GAUNTLET} MAZE 
* DEFEAT MANNHEIM'S HEAD 





It's time for Xero, Jirina, and Clemett to 
swap sanctuary for action. 


Controlling Xero's party, leave 
the Church through the south 
exit and enter the glowing green 
doorway to the east. This leads 
to the lower levels of Tyr Og 
Nor. Below you now is Tync 

An Sar. To your right is a pub, 
where you'll get into a fight. 
Walk all the way around the 
gangway from there and you 
find a Guard Station, with more 


Enter the green, glowing doorway to reach 
the lower levels of Tyr Og Nor. 





fighting, this time with Royal 
Arrows as a reward. Next door 
is the Office, where there are yet 
more monsters, some innocents 
to release, and a second Chance 
in the corner. At the back of the 
Office is a Safe Room. Pick up a 
Master Key here, rest; and save. 
Get Blood Fruit, a Desert Pear; 
Kii Nuts, and Penetrator 
Daggers before leaving. 
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Free the prisoners Mannheim has 
accumulated as you go. 


“SHADOW MADNESS . 


xb Use the Master Key to open the door on the north 

— wall. Go across the walkways. To your left are Darg Org 
and Jirina’s long-lost brother. In front of you is another locked 
door. As you approach it, Mannheim appears. You can kill him, 
but not finish him; his spirit escapes his body. 


Xero rifles 
through a 
treasure 
chest. 
Soon he 
will regain 
his stolen 
body. 


Head for 
the door 
here to 
confront 
Mannheim. 
He won't 
get away 
this time. 





PRIMA'S OFFICIAL STRATEGY GUIDE 


hit points. He has the same powers 

as Hokum, except that he will call 
upon Winged Death rather than 
Dargmight, and he will do Psi damage 
rather than Spirit damage. This second 
difference will affect the armor you 
should wear when fighting against 
him, but otherwise the tactics are the 
same: attack physically and use 

magic exclusively in defense and 

for regeneration. Do not skimp on 

the use of any items that increase 
strength and agility, and be sure 

to have items available to 

restore hit points for the 

damage you will inevitably take. 


Now that Mannheim has abandoned his 
body, Xero is whole at last. 


Xero takes Mannheim's body, which was 
originally his, and is complete once more. 
This means he can now use weapon 


attacks. Go through the door to find a => 


round room with four exits. 
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SHADOW MADNESS 


zd Go to the center of the room. To the north are two doors. Guards 
and War Drink are on the right while on the left is an Omegaspike, an 
‘Amulet of Org-Tya, Hexite, Legion Armor, Legion Gauntlets, and a Legion 
Helm. To the south are two more doors. On the right are guards. These will 
give up an Aether Drop and, when you have defeated them, you can find an 
Aether Potion and two Aether Wafers at the back of the room. In the room on 
the left are Omega Daggers and Arrows. 


2208: 


The arch leads 
to the Түк Ос NOR MAZE NORTHERN CONTROL ROOM 
Emperor's | 
"€ di DUCK IN HERE ere. 
— BOULDERS TO AVOID BOULDERS Laser Gare /Т\ j 
ROLL THIS WAY Z1 N e 


BOULDERS 
ROLL THIS WAY ZN 


4 BOULDERS 
Ё коц rius way ZA 


— 


Bout DERS TR p : Duck UP HERE 
ROLL THIS WAY Z TN i К IO AVOID BOULDERS 
Bessie cate ZN 

à » " z z vm 2 
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To the west of the main room is 
an Arch leading to the Emperor's 
Domain: Go through it and into the 
maze. The maze is full of danger. 
Walk into a laser gate or get hit by 
a boulder and you'll lose hit points. 
To succeed in this maze, you'll have 
to work your way clockwise around 


The maze is a superior example of bad 
science. 


"Dark forces, horrific majesty, 
Bring some brutish fiends to 


I COMMAND IT!" 


Mannheim hasnt fet the loss of h 


is body get 


сове | 


Eu 
4 This is interesting. , 
а 


T 


Clemett realizes that these devices control 

the deadly traps in the maze. 
the outside. 
Watch out for 
the boulders 
and time your 
runs past them 
carefully. Go to 
the southern 
control room. 


He then raises a 
huge 
WingedStalker 
who must also 
be defeated. 
You've seen 
these before— 
this one has 835 
hit points and, 

in common with 
| its brethren, an 
| Omegaward 

that will halve 
all spell damage 
it sustains. 


him down, and he 


pulls every {rick in the book to try to wipe you out: 
| DEFEATING MANNHEIM S HEAD | 
The loss of his body to Xero has not affected 


Mannheim's hit points, but he is not quite 
the man he once was; he can no longer call 


upon Winged Death. This will cheer the party, 

but Mannheim's magical powers remain, so 

employ the same tactics that you used to defeat him 

last time. Your magic is not as powerful as his, so 

use it to defend and heal rather than to attack. 
Keep Xero at the back to do this. Use Clemett's 

cannon and put Jirina up front to use her martial 

arts. Boost her strength with any items you still 


have at your disposal. 


OFFICIAL STRATEGY GUIDE - 


Defeat the two Darg Org Scientists 
here and then disable the machines 
to turn off the laser gates. Now 
enter the northern control room. 
Disable the machines here to stop 
the boulders. Go to the western 
exit. Through here you will meet 
Mannheim's disembodied head. 

Mannheim raises two Hexite 
Golems that you mustdefeat. The 
golems are really just big pounding 
machines. They take 752 hit points 
of damage each and are here to 


weaken you. Deal with them as efficiently as you can. 


e ry 
Mannheim | 
| You must die horribly. | 


Mannheim has a fine line in snappy 
henchman dialog. 


After you've dealt 
with the Stalker, it's 
time to finish off 
Mannheim 
himself. Control 
now passes back 
to the other party 
as you take them into 
Tyr Og Nor. 
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HADOW MADNE 


OBJECTIVES | 

* REUNITE IN HokuM's INNER SANCTUM 

© CAST THE SPELL OF BANISHMENT — == 

„+ BATTLE THE PHYSICAL MANIFESTATION OF THE DARG 
» TRAVEL TO THE DARG'S HOME DIMENSION 

* WIN THE FINAL BATTLE 


Mannheim, Hokum, and their cohorts are defeated. But it 
isn't over yet. If you need to collect more items for the final 
battle, do it now. If you believe you аге FP woe: Your whole 
ready, cast the Spell of Banishment. Xero pea 
Stinger, Harv-5, and Clemett remain. M^ w ni lap sce rau о d€. has been 
in Wyldern to battle the physical ae тте" leading up 
manifestation of the Darg. Meanwhile, k , , vt T this point. 
windleaf, Xero, and Jirina travel to the 7 | рекетте 
Darg's home dimension to battle its ER n | and (or all! 
spiritual manifestation. The game c — 
switches between these two battles 
until both are won. 
Let there be victory. 


OPT Te 








The Physical a has no magic, of course, 
but with Stinger and Harv-5 on the team, 
this isn't your strong point either. 
Nevertheless, at the level these two have 
reached by now, their Twitch 

Attacks are useful even against 

an enemy of this strength. But 

Clemett is the key. The Physical 

Darg can ward off any Fire and 

Ice spells and is 50 percent 

resistant to Wcakness, Wasted, 

Pathetic, Blindness, Paralysis, 

and Sleep, so avoid all these. 

Use instead BOP-PR and KAOS- 

86 for maximum Chaos and Psi 

damage. Do 999 hit points of 

damage and victory is yours. 


+ Normal 
А Aggressive | 
Special 


The Darg rises above Wyldern. Fight 
skilfully to bring it down. 


the Darg are easily the toughest enemies the forces of 
darkness have to throw at you. The spiritual 
manifestation of the Darg casts Dargfrost, Dargflame, 
Darg's Touch, Darg's Breath, and Darg's Mind, doing 
Spirit damage with all these. They can ward off all 
magic to the tune of 75 percent resistance and are 50 
percent resistant to Weakness, Wasted, Pathetic, 
Blindness, Paralysis, and Sleep. They are 100 percent 
resistant to Spellbind. So, get Jirina to kick them hard 
while Windleaf flings her entire quiver at them and 
Xero looks after the pair with healing spells. Use any 
items you have left that boost the strength and agility 
of the women and keep the Aether for Xero. Good luck. 


After the battle, Windleaf's party returns from the 
^ Darg's dimension to reunite with the others, celebrate, 
reminisce, and, between Stinger and Windleaf, perhaps 
you'll even see a hint of romance? 
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SHADOW MADNESS 


GADGETEER 
SIMULATORS 


There are two Gadgeteer Simulators to be found in : 
Shadow Madness. The first is in General Pogras's camp and the second can be 
found on Verne Island (refer to the walkthrough for more specific locations). 


Тата GAS, a Gadgeteer 
Amusement System. 


ed — ДАРУ Т" ? 
ine Gadgeteer Simulator is a fairly simple first-person perspective sub game. All you do is гоп around 
for a welcome relief from the serious gaming. 


both of the machines (and that shouldn't be too 
thing in here—a manic dispensing machine. 
Lastly, track backward around the level 


up: 
's Cauldron 


GAME OVER 


be very careful with this, as CONTROLS: Just in case you weren't 


want to watch, wait until you've paying attention, here's that vital screen 


Success gains you the item called Pandora's Cauldron. But 
using it will trigger the end of the world—seriously. If you 
saved your game somewhere and use it. The results are 
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Wax 
Slicer 
Fiber 
Cave Silk 
Soap 
Glue 

ن ا ب 
STORE Broom‏ 
Brush‏ 


TRAYLOR’S 


Elysium GOODS 


DANI'S 


Basket 
Wire 


BARDNEY'S 


HARRY'S Splitter 
Buttons 
Vines 


Mallet 


GADGETERIA 


Bottle 
Spanner 


ITEM STORE 


ACCURACY AMULET 
AMULET OF GLORY 


AMULET OF ORG-TYA (Лама ому) 


ARN'S CROWN 

BATTLE UPGRADE (Harv ому) 
BLOODCHARM 

DOZNAUGHT RING 
DUMNAUGHT RING 

FANOMA'S RING (WINDLEAF ONLY) 


PRIMA'S OFFICIAL STRATEGY GUIDE . 


Screwdriver 


Perfume 
Drill 
New GURAH 
MERCANTILE Nails 
Candle 


MERCHANT 


Twine 
Bucket 


CHAUNCEY'S 


HOGGAN’S Jug 


Bolts 


Pappy Kie’S Nuts (narpware) 
Hammer 


+25 PRW 
+50 PRW 
+50 HP and +30 MP 
+55 ATT 


+40 ATT and +35 PRW 


+50 HP 

immune to Sleep 
Immune to Confusion 
+40 HP and +50 MP 


GIRDLE OF WONDER (Jinina & Winvtear ому) +10 to Defense 


GOGARIN AMULET 
НАС'$ TOOTH 


+10 ATT, +5 DEF, +15 PRW 





+50 PRW, -25 AGL 
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MARKET 


Tinderbox 
Needle 


Marker 2 


Shovel 
Thread 
Needle 
Hammer 
Wool 
Jewelry 


ITEM SHOP 
GELLAN'S 


BANORI TRADING Post 


BROMWELUS 


Duipuodsa. 07 3 


Pooj Leaves 
Coffee 


| ‘doys 


D jab по, 


SHUYOLS TIV*SHO.LV IOWIS UAALADAGVYD 


SHOldd ANV SNOLLVYOOT 


+25 PRW and +30 ATT 
+15 to Defense 

+15 АТТ,+15 PRW, 

+15 DEF +15 AGL+15 SPD 
RING OF HELIOS +20 Spellcasting 
SKULL OF NAGILLIG +15 ATT, PRW, DEF, -15 AGL, SPD 
SLONAUGHT RING Immune to Slowness 
SPECTRE RING 75% RES to Paralysis 
STEALTH Boots +20 SPD and +20 AGL 
STILL Lire +75 DEF, -50 SPD 
TOXNAUGHT RING Immune to Poison 
WAR OVERCHARGER (Cicer ому) +20 Gadgeteering 


PSION EARRING (XERO ONLY) 
RHAN'S CODPIECE (STINGER ONLY) 
RING OF 9 Lives 


/ | 
























AACICAL ITEMS (ONE USE ONLY) } 


x 





Restores 25 MP 








































































































Eye Mist 


И Аєтнєл Dror - 
ll AETHER POTION - Restores 999 MP 
AETHER WAFER = Restores 100 MP 
ARMORTROUT Elusive fish known to heal wounds faster when eaten Restores 150 HP 
BARLEYFIZ _ Popular drink among laborers and guards on Arkose Restores 50 HP = | 
ВЕЕР САКЕ - +20 АТТ for ће duration of one battle 
BLOOD FRUT | ү Restores 200 HP and 100 MP 
BuRVINE LEAF A fuzzy leaf with curative powers Restores 50 HP 
CEREBRAL JOLT = = Cures Pathetic 
Daro ROOT — VE Cures Poison p 
DEATHCHEAT - : Revives target at 100 HP cz 
DESERT PEAR Hard to find, but worth the hunt - Restores 150 HP _ : z 
ELIXIR oF OAX - Tastes great, but does nothing 








Cures Blindness 











FEGGLENUT _ 





+20 DEF for the duration of one battle 











Cheap curative mixture used by common folk in Arkose 









Restores 50 HP 








Bittersweet fluid with healing powers 


Restores 100 HP 









































Tasty and wily fish — —— EL RR _ Restores 75 HP E 
Bitter but soothing berry Restores 200 HP : 
Restores 250 HP 











Healing drink made in Artelier — 








Healing brew of Banori origin 


_ Restores 100 НР 


















Cures POISON 

















__ REVIVES TARGET АТ 100 HP 











REVIVES TARGET AT 100 HP 








MILA JUICE 





CURES SLOW 








NIMBLE MINT 


A CURIOUSLY- STRONG MINT d 


. +25 AGL FOR THE DURATION OF ONE BATTLE 








Nor Moss 





lj ORG COURAGE 


VERY POTENT HEALING ITEM FROM THE MOUNTAINS 


Restores 999 НР 








Cures INEPTITUDE 








ESI Окс WAFER 





Piu SYRUP 


Gooey liquid with amazing healing powers - 


. Cures WEAKNESS. 
Restores 200 HP 















PULSPORE 


PRODIGY GUM 


+20 PRW for the duration of one battle — 
Cures Slow 












RusH BARB 


дус SNUFF — 


Cures Paralysis 











Cures Paralysis — 











Я SECOND CHANCE 





Revives target at 100 HP 














SIGHT BERRY 








Opens locked doors and treasure chests _ 





И SKELETON KEY 
И STANK Moss 











Cures Blindness 












Lockpicking skill Level 1, 2, 3, or 4 
Cures Sleep 








TOPARRI SALVE 









Cures Blindness 





Tus Fruit 


Thorny seed-bearing fruit of the Tuji tree 






Restores 75 HP 








TYNC AN'SAR 


"Touch of the soul", roughly translated from the Orgish 


Restores 250 HP 











B Uuk OIL 





Awful tasting but strong. 


Restores 999 HP 








VIGOR PILL 












Cures Weakness 























Муур ROOT 





Û WAKEN POWDER E = Cures Sleep 
Bi WAR DRINK Orgish healing potion Restores 100 HP uc rum 
Restores 50 HP 


Bland Wyldernian root with mystical healing qualities 


oe MAGICAL TIEN Sc а 


ALLSTRIKER ARROW 


Strikes multiple targets 





OMEGA ARROW 
VIPER ARROW 


Automatically poisons target, hits all enemies 
Automatically poisons target 





DEFENDER Bow 


+10 DEF and +10 AGL 





FLYNN‘s Bow 


LIFEGIVER 
OMEGA Bow 


QUEEN Bow — 


_ +5 PRW 
+15 ОЕР Y 
Immune to Poison, Confusion, and Sleep, casts 
Psidagger, +20 ATT, +25 DEF, +20 AGL, +30 PRW | 
99 DEF and 99 AGL 














RAVEN Bow 
WARBIRD Bow 


WRAITHBOW 


ALLSTRIKER 


OMEGA DAGGER __ 


Immune to Sleep, +15 ATT, +15 DEF, +20 PRW 


Hits all enemies ; Ar 
Automatically poisons the enemy, hits all enemies 





VENOM DAGGER 


DEFENDER 


Poisons target 


ыл ee АА 


+5 DEF and +5 AGL 








KHYTYNNI SCYTHE 
OMEGA SCYTHE 
OUTLAW SCYTHE 
REAPER 

REAVER 


BANESWORD 


BLOODTHIRST 


EARTHBANE SWORD 
ERIKSWORD 
FOESBANE —— 
GAMATHEIS SWORD 
MAGEBLADE 


RANGER SWORD 


BotrsPIKE 
FIRESPIKE 
IcESPIKE — 
NUMBSPIKE — — 
OMEGASPIKE — 
PsiSPIKE 


.. Casts Icefang : 
+35 АТТ, +45 DEF, +50 AGL +40 PRW, and casts Psidagger 75 
Causes Sleep — Ee 60 
_ Paralyzes target, +10 ATT, and +10 PRW 50 
+5 ATT 25 








____ Poisons target 
.. Inflicts Weakness 
Casts Stoneball — — А Se 
Casts Stonebail, +15 ATT, +10 AGL, +10 PRW 
Immune to Poison 
+5 AGL and +5 PRW a 
+20 АТТ, +15 AGL +15 PRW. 
+5 ATT and +5 DEF 











Delivers Earth damage __ 
___ Delivers Fire damage 
Delivers Ice damage 
Has a chance of Slowing the target == t 
The ‘ultimate’ warspike; ultra-rare and super-potent 
Delivers Psi Damage when it hits — 








SLEEPSPIKE = 
SPIRITSPIKE 
VENOMSPIKE 


Has a chance of putting the target to Sleep 
Delivers Spirit damage when it hits 
Has a chance of Poisoning the target 
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EET 


DEATHGUARD ARMOR 
DEFENDER ARMOR бз 
DENDROKIN ARMOR 
EXPLORER ARMOR 
GOGARIN'S ARMOR 
IMPERIAL ARMOR 
MAGE ARMOR (SPELLCASTERS ONLY) _ 
MAGEWAR ARMOR (SPELLCASTERS ONLY) _ 


+5 DEF, and +25HP HP — = 105 
Immune to Slow, +10 AGL __ = 2595 
Immune to Poison, +10 AGL Bear Eit 390 
_ Earthward, Fireward, Iceward Я 105 


MADNESS | 

















Fireward +5%, Iceward +5%, Earthward +5%, 


+5 DEF z 35 
+5 АТТ апа +10 НР _ — = e 95 
+5 AGL and +5% MP 45 
Omegaward, +15 DEF, +20 Spelicasting, +100 MP . 150 






















Macic BATTLE ARMOR 
MICHI ARMOR 
NUBATTLE ARMOR (CLEMETT ONLY) 


PALADIN ARMOR — 
РҮКЕ$ ARMOR 
RANGER ARMOR 
TOPARRI ARMOR 
TRAVEL CLOAK ___ 
VANGUARD ARMOR 





Fireward +10%, Iceward +10% 100 


Immune to Paralyze 
Fireward +10%, Iceward +10%, +15 DEF, +10 AGL 


and +20 MP _130 
Chaosward +5%, Spiritward +5%, +10 DEF _ = 135 
+10 ATT, +15 AGL, and +10 PRW 4 =e 140 
Earthward, +5 5 AGL, and +5 PRW a = 40 
Psiward, Immune to Poison, - +50 HP PAL 140 
Resistant to Poison, +10 0 AGL, and +5 HP 90 
immune to Slow and Paralysis, Resistant to Psionic attacks, 

+15 ATT, +20 DEF, and +15 AGL 145 


` Chaosward +5%, Immune to Sleep, +15 AGL 





WARLORD , ARMOR 
la Woot COAT 












DEATHGUARD GAUNTLETS 
f IMPERIAL GAUNTLETS 
KNIGHT GAUNTLETS 
















NuBarrLE GAUNTLETS (CLEMETT ONLY) 
PALADIN GAUNTLETS 

RANGER GAUNTLETS 

THIEVIN' | GLOVES (STINGER ONLY), 
VENOM GAUNTLETS (JIRINA ONLY) 
WARLORD GAUNTLETS 











DEATHGUARD HELM. 
DEFENDER HELM 
DRAKE HELM 
ExPLORER HELM 
IMPERIAL HELM - 






Iceward +5%, +5 DEF 





МАСЕ GAUNTLETS (SPELLCASTERS ONLY) : 


Fireward +5%, Iceward +5% _ : 90 B 
+5 ATT зо B 





MAGEWAR GAUNTLETS TS (SPELLCASTERS ONLY) Omegaward, +35 ATT 


Ex Earthward +5% — — E 3 35 
Level 3 Lockpicking - = 





+10 DEF =< = = 40 
140 
Iceward +10%, Fireward +10%), +15 Gadgeteering _ "E 125 


Chaosward +5%, Spiritward +5%), +25 ATT - 130 











` Poisons target, +15 ATT — 
Chaosward + + 139: ATT 








+5 AGL and +15 PRW 























INCOGNITO HELM 
KNIGHT HELM 
MAGE Нам (SPELLCASTERS ONLY) 























Macic BATTLE HELM 

Мсн HELM __ 

NuBarrLE HELM (CLEMETT ONLY) 
PALADIN HELM 

RANGER HELM 

TOPARRI Нем 

TURBAN OF LIHNDRASH (XERO ому) 
WARLORD HELM 





MAGEWAR HELM (SPELLCASTERS ONLY) __ 


Resistant to Sleep, +10 DEF — E. E 

Fireward +10% = it 135 
. Spiritward +5%, Resistant to Sleep - Ex 100 

Fireward +5%, Iceward +5%, +10 PRW = 

Resistant to Confusion - EN E 

/— 45 PRW = 3 ai ] 

~ +10 Spellcasting - == +s 40 

Omegaward, +20 PRW mu) : 140 


Fireward +5%, Iceward 4-59, +10 PRW 
Earthward +5%, Resistant to о Sleep 

‘Spiritward +10%, Chaosward +10%, +20 PRW _ 
Chaosward +5%, Spiritward +5%, +20 PRW z —— M 
` Farthward +5% 35 
Psiward, +10 A AGL 135 














CREATURE 





ERAPTERS 











ENTER THE WORLD OF JADE COCOON: STORY OF THE TAMAMAYU. AS LEVANT, A 
COCOON MASTER, YOU WILL ENGAGE POWERFUL MONSTERS IN DEADLY ONE ON 
ONE COMBAT. AS THE MAGIC AND TALON CLASH OF THESE TITANIC BATTLES TURN- 
TO YOUR FAVOR YOU CAN CALL ON THE MYSTIC COCOON POWERS AND CAPTLIRE A 
FALLEN FOE AS THEY ARE ON THE BRINK OF DEATH. ONCE CAPTURED THESE 
MIGHTY CREATURES CAN BE TRAINED TO FIGHT FOR YOU AND COMBINED WITH 
OTHER MONSTERS TO FORM MILLIONS OF NEW BEASTS. ONCE CREATED THESE 
CREATURES WILL BE YOUR KEY TO SURVIVING THE PERILS OF THE FOREST. 


TEEN 


RI L 


Ep PlayStation 


SRB! 








LEARN THE SECRETS OF THE TAMAMAYU. VISIT WWW.CRAVEGAMES.COM 
Jade Cocoon: Story of the Tamamayu, Crave and their respective logos are trademarks of Crave Entertainment, Inc. АП Rights Reserved. Crave Entertainment is а registered 
trademark in the US. © 1999 Crave Entertainment. Inc. Genki is a registered trademark of Genki Co.. Ine. All Rights Reserved. PlayStation and the PlayStation logos аге 
registered trademarks ot Sony Computer Entertainment Inc 








U.S. $14.99 Can. $17.95 U.K. £11.99 : Electronic Entertainment 
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INSANITY PESTILENCE; РАКА 


бт аус 


HAS THE APOCALYPSE 
COMETOVARKOSE? 
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Shadow Madness, Crave and their respective logos are 
trademarks of Crave Entertainment, Inc. All rights reserved. 
Crave is a registered trademark in the U.S. © 1999 Crave 
Entertainment, Inc. 
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і Platform: PlayStation* game console 





